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ORDER 
TODAY! 

THIS BONUS 

OFFER IS ONIY GOOD IF YOU 
RENEW WITH THIS OFFER. 



This FREE Index tells you what issues end pege numbers 
the gemes you want to know ebout are featured on. 
Forget seerching through Volumes 
1-50 for info, just take a quick trip 
to this Index and you'll know 
exactly where to go. Renew 
with this offer and it's yours 
FREE, but do it today! This offer 
won‘t be eround for long. 


AND GRAB A 
MARIO HOLOGRAM 
KEYCHAIN FOR JUST $4. 


This collector's 3-D Mario ffologrem 
Keychoin can turn keys into something 
cool 1 To get yours, fill out the box on 
your renews/ form, or tell the opera¬ 
tor when you phone m your renewel. 



to sneeze at! Renew now 1-800-255-3700! 


Podfk Stwnderd Hitw (PST). Sunday 6e.rn.to7 part (TJw Nintendo repfosintatht* wiff nofd to spook to the person whoso name appears on tito mFt lard.) 
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VIDEO GAME 
PARODIES 

10. Contra hr The Alien Snores 
9 Porthole Kombat 

Adventores on the High Seos 
8. F-Zero- Ropoit Cord Blues 
7. Ster Folx: The McCloud Family Sega 
B. Kirby's Dusthunny Adventure 
5. John Madden's Footfall 
Earthquake '94 

4. Yoshi's Cookie: Mono vs. Oreo 
3. Grenmel/2 

(Remember the reindeer accident?) 

2. The Soventh Sega 
(It's oil they could sell) 

1. Itchy and Scratchy: 

Troeble in Hydrocoiti-Zono 

Joel Self 
Santa Clara, CA 


EXCUSES TO PLAY 
YOUR VIDEO GAME 
A LITTLE LONGER 

10. I'm at the last level. 

9 I've only got one more life. 

8 I didn't get the password 
for the last level. 

7. This game is educational 1 

6. I'vo lost treck of time end 
now I need to finish this level 

5. I promise I won't pley as long 
tomorrow 

4. You distracted me end now I need 
to start over. 

3 I don't stop you from playing! 

2 Give me just one more minute 

1 Mario is missing end I've got to find 
him 1 

Chris Fox 
Los Molinas, CA 


REASONS WHY SUPER 
NINTENDO RULES! 

10. 16 bits of quality 1 
9. It's hours of fun' 

8. Affordable 1 
7. Challenging games! 

6. Great licensee companies! 

5. It's cool! 

4 Mario 1 
3. Only The Best Play Here 1 
2. Superior Graphics end Sound! 

1. It’s not Sega 1 

Ben Salinas 
McAllen, TX 


U| e know you wanted us to 
Iw B y send m Top 10 lists, bui this 
™ ™ is close This song we made 
up is based on Link's Awakening 
and can be sung to the tune ot ' The 
Twelve Days of Christmas.*’ 

On the I it t I/th l)a\ of plus tut* 
l ink \ Aw tikenanf, 

- mu l\r ni \ont tnvenUns 
Wet nt Scctshells gotten 
ten C otns [or Bitnths, 
note handled tnnets tune Rnpa \ 
etght fowls l know oj. 

N4 \en enemies suttatatd me 
\i\ totaled hushes 
!iw Golden Leases 
I uu n t apons found 
finer (h an tut songs 
two spa nt! shtntes 
<tnd an owl that rrails buys nn 

It may not be a hit like Mamu's (who 
bears a striking resemblance to Wart 
of Super Mario Bros. 2). but it will 
do. Also, Link's Awakening is a real 
step toward a Mario/Lmk game 
because of all the Super Mario Bros, 
characters. 

Jesse & Gregg Fuller 
West Hills, CA 


WAYS TO GET YOUR 
PARENTS TO SAY "YES* 
TO A NEW GAME 

10. Please, pie see, please!!! 

8. You cen deduct some of my 
allowance 

8. I'll pey for some of it 
7 I hear it mekes you smarter. 

6. 1*11 do more chores. 

5. I won't always pley- 
I'll do other stuff 

4. I really rfo lova you (Mom or Dad). 

3. I'll let my little brother pley. 

2. Never heer me complain 
"I'm bored ,rt 

t Good hend-to-eye coordinetion. 

riner 
San Diego, CA 


Keei srtffidi ** *« yw EOF Id 
Hat#! 1 Wc lov readin them. 
That ibly won’t -b:« much 

#p ic devoted to their, to future 
fanies. but we’ll fry to uieak *om 
in now and then. R^rawmber, Ihe 
funnier—ihv; better! 

NINTENDO POWER 

PLAYER’S PULSE 

F.O. BOX 97033 
REDMOND WA 90073-9733 
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ack in Volume 58, you ran an 
article about video game col- 
leges Vm 16 years old and 
I’m interested in designing video 
games, so you could imagine 1 really 
enjoyed reading that article, I 
wouldn’t mind making a career for 
myself in the video game industry. At 
the bottom of page 47, there was 
something that got my attention. 
Could you please give me some more 
information about the DigiPen 
Applied Computer Graphics School? 
Any help would be appreciated. 1 just 
hope that the school isn't as expensive 
as some of the schools in Japan! By 
the way, your Special Feature articles 
arc usually really cool and 1 wish that 
you had more of them in each issue. 

Jason Fender 
Denver v CO 

As you might guess. Jason, you're not 
the only person who is interested in the 
DigiPen school. It's the first-ever video 
game programming school in North 


America and as stated in the article, 
they are accepting applications 
Applicants need to have a high school 
degree (or equivalent) or he a college 
student The official name of the course 
is- The Art and Science of 2D and 3D 
Video Game Programming * A Super 
Nintendo Entertainment System 
Game Programming Course Some of 
the program highlights are a low stu- 
dent-to-equipment ratio , theoretical 
and practical experience, highly skilled 
m strue tors and student supervisors, 
and a completed portfolio There is 
more information and you can have all 
of your questions answered hy writing , 
calling or faxing 

DigiPen 

Applied Computer Graphics School 

500-530 Hornby Street 
Vancouver, 5> C Canada V&C 2E7 
Tel- (604) 662-0300 
Fax (604) 662-0310 
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Well, the buzz around here is 
SUPER GAME BOY. What an excit¬ 
ing productl For those people who 
don't own Game Boy but do own a 
Super NES, it opens up a whole 
new library of great games for you 
to play. Link’s Awakening is really 
amazing when played on a regular 
TV screen. A nd the addition of col¬ 
or makes the play experience even 
more enjoyable. If you own Game 
Boy and a Super NES, you now can 
have the best of both worlds and 
you can still take it with you 1 
Super Game Boy is also changing 
the way software developers 
approach new Game Boy titles I 
think we'll be seeing a lot more 
detailed graphics and games that 
are much more in-depth. 

Gail Tilden 

Editor-m-Chief 


PHONE DIRECTORY 


NINTENDO POWER 
SUBSCRIPTIONS G 
CONSUMER SERVICE 

1 - 800 - 255-3710 

(TO01-800-422-4201) 

Ceil for sorvrco, garte/el ess/stance or to 
change your edd/oss bitween 4 ft m 
and midnight P«crfic t/mo, Monday 
through Siturdey or 6 • m end 7pm 
Sunday 

French-and Spanish- spaakmg 
reprasontativas are available 


tl 


GAME COUNSELING 

H0B8OT 

(TDD 1-206-883-9714) 

Call out Gama Counselors Jo/ help bftwaen 
4 am. and midnight Pacific tar» Monday 
through Saturday oz 6 %sr\ end7p.ni 
Sunday It along distance so before you 
cal bo sure a git permission from 
whoever pays The bdL 
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HI.,. 

isneys version of the classicfairy tale makes its way to the Super NES in 
/ 6-btt splendor with all of the characters that made the animatedfeature a 
box-office smash. Hudson Softs long-awaited game is smoothly animated in rich graphics 
reminiscent ofthe film, and the story line follows the movie almost exactly. 



















DISNEY'S 
BEAUTY IS! BEAST 


You ctn lump for ledgee ond catch themty 
your fingertips befor# pulling yourself up 


The Beast is a slow-rfloving, lumbering sort of 
cherecter whose only offensive movn is * 
swipe with his missive, hairy hind One of his 
other moves, his Stomp, can msko hidden 
objects eppcar out ol thin eir, though To do 
the Stomp, you must jump from • high ledge 

o nd press Down on 
ft* ■ Conti 

I t.mc fry ffirpy 
$fc=**nfr- im¬ 


prest X to emit e mighty roer that stops ene 
m«ss in their trecks Growling mekes hidden 
ledges eppedr or stationary pfetforms move 


CpQSWflrtime Clock 
wfio knepi track of 
your Continues 
Options it the begin¬ 
ning of the.gem a fet 
you cot the difficulty 
level end select three, 
four or five Cefttmuae 


ttimwre,the l^dty lib 
tie cfrndGlebro.hght* * 
your way etthe btgim 
ning of the geme He‘R 
hint at whsrryou 
ehould go nrxt 


deffe tp peers briefly 
the geme opens, 
but she scume'e 
quIckJ^off You won't 
eee her egein until 
you drive her out into 
the woods to bt pur¬ 
sued by wolves. 


Gaston le the pompous 
pursuerwhotnesto 
outmeneuverThi* 
Beest end win Belle’s* 
affections He'swily, 
he'e wicked endhc’H 
stop et nothing m his 
quest for the Boeirty 


The tiny toecup. Chip, 
is o chip off the ol 
chine teepot, Mrs 
Potts He helps out by 
adding up your score 
between stages You 
cen skip the score by 
pressing any button. 


With hor bubbkng 
personality, Mrs Potts 
shows up with her 
son, Chtp.totaHyou 
Vflwecoro.lMuch 
accumulates as tong 
« you donlmfcet 
■your demise during e 


Ytm too the Beast in this 
torsion of the talc. and vou‘11 climb, 
• • ■ svl and stomp your way through 
the castle in search of betutiful Belle 


Other chui ueters from the movie 
also show Up, albeit in 'Cameo- foies 
You’ll see most of these 1 






















Rets rush In rapidly from off 
thescrean If you don't 
punch them as tha y 
approach they'll Intchorr 
end brte unmercifully If you 
do get caughtmo flat 
attack, quickly tap Left and 
flight on the Control Pad ta 
free yourself 


What’s a Beast to do’ Ha can't seem to jump high enough to make it up 
to tha ledge wham lutniare warts impatiently ttui block behind 
you Press B to pick it up, then throw it into position beside tha wall 


ART 


END 


After you fefl through tho false floor,, 
jump ovar to the Graan Book, which 
serves as a sava point Contmua through 
the wtll on tha left to find some Items, 
but watch out for Bats 


Keep moving! Spikes start rising rapidly 
from tha floor as soon as you bagm. 
You'll hove to ba fast, to avoid them 


Watch tha gargoyles' syes—^thoy'il glow just 
bafora they-spaw flames Time your jumps to 
k avoid tha fira and kaap from being fnad 


START J 


TOfHM 11. { 
I m. tls ot Th: Ben' s 
" wafcts-Afy ■£, but u 
behifld te vet Tft* Bei « * 



i £ 
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DISNEY’S 


BEAST I 


BEAUTY 


To continue up toward the exit, you'll have to us* the two 
bats hire as stepping stones Stand on tha right and 
grow! to atop tham whin tho/ra in iha right placas. They 


fall away If you pause too long atop tham, so skip quickly 
across thom-to th* ir*xt section of ft* balcony You'll usd a 
bat stops in other spots'in this five!, too ^ 


Tha sculptures on tha padestals eoffie to lift when you near 
tham th*n they hovar overhead to tormant you don i wertlor ^ 
them to swoop down to attack Jump up and bash thorn with your 
fist to tbkathem out so you wont haveto wofty about them 


You 11 definitely want ttrtaka advantage of the save 
point in this aron. so grab thi Green Book You won t 
wont to start way back it the baginning if you miss a 
[ump or get burned by a candla 


Tho candelabfes po4* rwlproblema in 
this area They throwfireballs that can 
Connectitthe mostirHipppriuna times, 
and It s Ycry difficult to score clean hits 
on ftem without taking significant dum- 
rfg if Simply avoid tham when possible, 
and wait until attar they throw a f unbolt 
to lanp uptothair ledges 


START 


Th* OPeWN o 

I teW 3, buftoil^ 
f tibnis that throw 
toclidt* u3K'tM! 


(f IKjJHWC c title* A 
i ‘him *s you try ' 
<ai:V*nd bilconii 



























The plumed he Imetsroet trt part ttf th* felten ermor coma to life tnd s tort 
snapping tjieir lotos as soon ts you beer thtm Stay on your tots tnd be 
prepared ro sJtp them ewfcy befof*they hole tfiwnwvis to t Beeitfaest 


START 


Tike e brto do some reeding rfwfrsstore your Heeit to o 
healthy condinon Jump up to the high lodge, tbpn stomp dpv 
to the right to meke a dark, Rtd Bookpppttr-on the bocks 
ebovt Grab too book to refill your Heart 


The Graen Bo#k Ip this arm is hprd to reach leap 
oo this lodge, which you'll probably htvn to grab by 
' your fingertips Continue to the right to find the 
book. 


j5V.‘*4is «haa hr'4 ' w ^ > 

MiKilty-i rollir lU^e of 

l»ikw ifldt tjfct of 90 ,iorthat corn, to 
life when ymtoewi un tiv ^ 











DISNEY’S 
BEAUTY iS? BEAST 


It's imfiprtent to keop the flower In the ball j»r at the upper laft comtr of the screrto 
In goodlioolth Ride the platform up, then jutap off to pick up e Rose Petel J 
extend the life ol yourfTowar. 


START 


You'll need help grossing the 
spikes here Weit annlthe bet hits 
off the screentQ the right then , 
roor to freeze It 


Welch the bird's shedovw wficn it's off the 
ecretn to sen where it will show up nnxt Jump 
between platforms to get into position to swipe 
at the birafrom behind 


Y ou II continue 
trolling sidcWuy * in “ 
Level 5, where you'll 
meet ihe major enemy 

m the game 


The Beast » in for a 
b tile whm he &atnr > face-Mfeak 
with the bij b,|a t the end of this 
level Only victors c.n conti n .c to the 


yo^btE 61 



















Voull probably have better luck if you stay In the trues tha.lV im> will ft you*t»y to travel 
on the Icy platforms in the wdttr btlow Wotch out for the bWStMfly fromtfro tret 
trunk®, and Whatever you da, stay out of tht frigid watar 


QKt-bijith with-Jfjp ict sp?Rtsmthls*rta i§ deadly, tnd tht 
platforms here aw shppory Tekt ofrfrom a bit farther btek 
thtn usual is you try to jump from platform to plttform 


Your meeting with thn leader of the wolf pack is going to bo aYeal 
dog fight Ho Appears and disappears at will Keep moving b#ck 
and forth onjhd sertan so you cop sot where hi s about to stipw 
op. Get-ready to, swipe it him When ho first starts to stnko 


Whenever 1 
you land 
from thigh 
jump, Stomp to 
seed aHetrt 
apptors. 


Pr^aroforthobigchih 3atlethroWitho 
snowballs tnd you havt to catch them 
bafore thty hit you. If you miss four r tf$ 
Gtmt Over for you You fitvt to catch seven 
In phtstfrone, nine in pbpsc two,tnd in the 
fmtfpbaso you hava to detcb ]\ If you 
complote all three phases, you II retom to 
tiie cat do to continue thn game Try to 
catch the snowballs at tht last moment, pjjrt 
ha fore thty hit you 


. Fearing The Bc.isi „ anger. 

L Utile flees the castle, nmompfut into 
F the dangerous darkness. Follow her 
there to fend off the wolves ahidMitg tier back 


After the 1* dog fight. Belle 
tends the Be st's wounds, thcr i« 
two eng .gc in a snowball fight ttw- 
. frosty j me of c itch 


M NINTENDO POWER 




































DISNEY’S 


BEAST 


BEAUTY 


Books fly from to* shelves to attack as you stun to walk by. so kooj> 
your guard up Soma of thtm bob up a net down Don t try to walk undar 
them. instttd, jump ond swtpr at them btfor*they cen do any damaeja 


Keep your I'yec pouiod as you explore the various shelves in the castle 
library Hearts and pieces of Rose Petal aft peeking out here end thart 
They're hard to sw. so if you rush you ra likely to miss them Look behind 
railings and moui-oMhi way-pieces Stock upon onergizpsforthe 
challenges that ora yot tp ooma 


Another big bird target* 
you for attack os you 
{ attempt to exit the 

! Library This on* attacks 
much like the earlier one 
did. but it shoots fireballs 
* ts wall as striking at you 
| with its Wings Witch 
f shadow 


The final stage has The 
Beast climbing up the Castle's outer 
wall, and when tie's far off the 
. ground, Gaston emerges from a wm- 
\ dow and tries to send The Beast spiraling 
\ to certain death. Will Gaston succeed? Will 
\ The Seas} take the big dive 7 Andwhat wjfl 
\ become of Bcllfc if he does'’ Check out Disney’ s 
I Beauty and the Beast on your own Super NES— 
| and write the final scene yourself 


y* • ’ <e*o4ind>your 
through-ft- libi rtfcle geftottn. 
m Snom and thc^* is if * a than jtot 
rcadi i ansevipl fo«onv id with hen 













































DTMC's latest Super NES offering is a 
Breakout-tike game In which players use a 

^fireball to blast through 
blocks and attack ene¬ 


mies, Play takes place In four different regions 
in the one- or two-player modes, and up to four 
can participate In the multiple-player mode 
using a multi-player adapter. 


In years now forgotten, before the 
^ arch ma S c w y ,de created the Tnalight. 

kingdoms of Earth, Wind. Fire and 
Water vied for power. To bring peace, 
Wylde created the Tnalight. a ball of fire that 
could be controlled by a select few known as FireS inkers. He challenged 
cacb kingdom to send its best FireStnker to compete on its behalf. When 
Sladcr, of the Wind Kingdom, won, the kingdoms united under the rule of 
the Wmd King. Wylde, who had found the discord between the kingdoms 
strangely diverting, soon became restless 
and decided to conjure up four monsters. 

The Wind King called upon Slader once 
again...this lime to battle Wylde’s twist¬ 
ed creations 


IIOli) mw PLWFRS 
10 PWV* 


fifcsStnkars uso the Tnalighl 10 attack onomios of 
oil sons end to toook through barriers of start a 
•nd ice Multiple pijy modes, including t multi 
player made that 1 «rts up to four compote, odd 
variety to an otharwis* vary baijc gemi 


Sorceror Wain, from the Wind 
Castle, will ba your constant 
companion os you fight your 
way toward ih« mystic Spirit 
Palace 


gmms m* 


© Y994 H£CT and Ax Arr Ami re* 



































You'll begin the quest as Slader. the victor in the battle of the FireSlriker*. Ht is * 
humnji who directs the Tnalrghl by swinging his Ethereal Striker Sword, a mighty 
weapon that aims true Slader is a well-balanced Striker with good foot speed and considerable 
strength. Later, after you conquer the different monsters created by Wyldc, you'll gam the use 
of the other FireStnkers .shown below All have special talents and particular capabilities 
Before entering an area, you'll be able to select a Striker You'll have to choose the right one for 
u that area. 


jJ Although the multiple-player mode requires the same skills as the one- and two-player 
/ cooperative mode, the goal is different. There are 10 different fields to play in the mul¬ 
ti-mode. including six soccer-type games and four games of survival. 


SOCCER 


The goal in the survival games is to use 
the Trialight to knock your opponents’ 
FtrcStrtkcrs off the platform There are 
four different platforms 


In tnc six soccer games, divide the player, 
into two teams The object is to score by 
flinging the Trialight into the oppos- 
ing team's goal. /f 


cmxnirzxxxa 


Ifce SarcararWafnloltowa^aj 

tvirywfttri You can't satoct 
W»m In th* one-piayar made, 
hut you can in the two-play w, 
c imperative «HHi« Uit him to 
fumd tiie$aie whan pitying 
■Iona. 


^anim, S.rikti ifEw to, tea 
ti nsm flghiar made from th* 
Earth Elemental Siona. Ha is 
•xlramily powerful, but 
itcaus* of hi* great si*M* 
w*ijfch*fe8l» vary slaw. 


Tha only female if #ia bunch, 
loa isthaSmkarof Watar.Sha 
uaes the Trident shv carrwsto 
jUrtrol tha Trraliiht with art at 
Sba's a smell, t uick 
•'rteeHcegim itaall 


f,w, i tftfiin soldier, toihe 
Striker of fire Hantha feeteet 
of all Sirikers, and sometimes 
his spaed gats turn into trouble, 
Ha controls tha Triakght With a 
nick tfbfewini 


T«aaorT7 

























* A her answering the 

summons of his king, 
hSf^tV& h. Slader sets out to dear 

the four countries of the 
^ p ~~' fl "*demons unleashed hy Wylde He 
leaves the castle in the kingdom's northeasi corner and 
uds west, down the road that takes him first to Gnome 


Valley On the first part of the quest, Slader is accompa¬ 
nied only by Sorcerer Wain, his trusted companion, but as 
he frees the Fire-Sinkers of rhe oiher three kingdoms, they 
join him in his quest to unseal the door to the Spirit Palace 
The strategics shown on these pages will help you make n 
through some tough areas with most of your hte force 
intact. 


You have to defeat particular enemies, not all enemies, to move 
through these rooms. Beat the two red blobs and the flying enemies to 


open the doors. Don’t 
break blocks, as you 
will release other enc- 
ies that will just cause 
problems. 


Use a Power Strike Trap the 
Trialight in the corner and 
press Y to send it flying up. pm 
It will put out the whole t J fr £ 
w of fire 1 


You must destroy the centipede's 

blue head segment to free Eno, As 

soon as you strike the centipede, 

though, its body segments will scat- 

ler, and when you hit the head, t( 

will turn red and look like all of the other 

pieces, so it’s easy to lose track of it Watch clos 

















TREASURE 


Just west of the entrance to the Spirit Palace is a secret area that you II def 
initely want to investigate Stand on the brown circle and press A to enter 
Stnkc all of.the flying chests inside to fill up ? 1 

on Power, Hearts and Reserve Lives. Move 

up one room to find a Treasure Chest that I\ 2 — 

holds a Life Box. If you accidentally shoot I ' ^ ^ 

the Triahght through the door above, don’t \ ~ ^ 

worry—you can enter this area as many times I ™ 

as you want to 


The Orga Stone will move to allow 
you access to the cave behind it after 
you battle your way through the Earth 
Palace and defeat Spel. The chests 
inside hold a Large Heart, a Star and a 
Life Box, but youTl have to blast the 
big and small blobs inside to collect 
the treasures 




Inside the Water Palace, where you 4 ll need to 

use Loa in order to breathe, you'll meet up with 

some crusty crustaceans that will make progress 

difficult In this room, break out the center blocks in the lower row, 

then swim up and use the Tnalight to force the big crabs down. With 

them trapped m the bottom area, you’ll be able to blast the door m the 

upper wall open. 
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-iAll of the areas have 

l ^ cir lric ^ P°* nl$ The 
N^gC, J ytJs^ first hme y° u enter some of 

'*"* ^ -*« * - the rooms, you might sustain 

heavy damage trying to figure out the best way to proceed 
If you enter with the most useful FireStriker for the area. 


make fuli use of your Power Strikes and pick up Stars 
whenever they're available, you can make it through most 
rooms unscathed. Try using the techniques shown here to 
complete each region in good condition so you'll have full 
power when you face the major enemies described on the 
next page 


Each of the Treasure 
Chests pictured holds 
a Large Heart. Use 
one, then push the 
Trialight up through 
the spiked hall and 
over through the 
blocks to the center 
urea Deteat the fly¬ 
ing enemy, 


Hie boulders rolf 
down as soon as you 
strike the Trialight 
Pick up the Hearts 
they leave behind, 
then use a Power 
Strike to blast 
through the blocks. 


Watch out lor the big boulders the? 
roll down whan you first reins* tti# 
TriilighL 


Refill your Hearts, then brisk yo 
wiyotit of this room 


Strike tho 

Trialight against tho 
ehbrtoopon it 


Don't Itiv* mis room with 
out baiting th# baa and 
gattmg iht* Star 


Avoid the blobs Use 
two Power Strikes, 
one after the other, to 
break out. 


Power up by breaking 
all of the winged 
Treasure Chests and 
picking up the booty 
they leave, hut donT 
hit the stationary 
chest 


Th* bfotw hr no m and fol¬ 
low you around Th* 
longtr you we it. the clos«r 
ihey get Power Strike out 
before they rooch you. 


The winged 
Tr#*$ur* Ghosts 
hold goodios but 
th* che st sitting 
m the upper right 
cornar housas *n 
tnimy 


After you collect th* trea¬ 
sures left behind by the 
chests strike tho Trialight 
repeottdly against the door to 


ch:se th# big bouldan around Slay nc*r tha center of the room 
indlet the Trialight bonne# o round the room afar them. 
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of fire. After you score direct has. get ready to run tor cov¬ 
er, because all of these lormemers retaliate tn some way, 
and when they do, they can score majoi damage. Ha and 
run t5 the rule .. .. 


Y /7 The products of Wylde's 
'¥/ twisted imagination form 
a motley gang of guardians 
They all attack with some form 


Intel bobs his head 
back and forth as he 
spits fire Put Wain 
at the comer of the 
gate, as shown and 
stand between him \ 
and the wall, strik¬ 
ing the Tnalrght up 
and down. 


Post Wain in the ecnlei u t the g 
and strike the Tnaitghl in diagonal 
ly from one of the corners 


After you scoi e • hit, run qui «ly 
back and forth across the serein 
once lo avoid Inial s biung ratefi- 
short 


After you atrlka, witch out for 
SporsfirabaU attack. 


Si:<y under Morel i < 
tcti eye—it opens ‘ 
more often than the " 
right one does. Shoof I 
the Tnahght up wheu 
the red orb appears* 


Place Wain in the cenicr 
of one of the two gates. 
Mental follows vour 
movement, so float the 
Trialigbt up and stay 
directly under it 


l*t Warn guard ttihsr g«t«i 
while you kaap tha Tnahghl 
flying at Moi el sl«f?eye**ii 


Uava Wain guarding a gets, then keap 
lossmfl theTnalighlsoftfyup If you stay 
Undor it. M antil Will move n g 111 into it os 
ho.tnos to follow you. . . 


The twu must dangerous rooms in the game stand 
between you and the mastermind behind the mad¬ 
ness. Wylde has saved his most 
minister tricks and traps for the 
final fiends to use and abuse 
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YOUNG 


STEP ASIDE 


In the Age of Exploration, an expedi¬ 
tion from South Cape is lost in the 
ancient Tower of Babel, but somehow 
young Will survives. It is the begin¬ 
ning of an adventure that carries Will 
across the globe, from Inca ruins 10 
the Great Wall ol China His friends 
help when they can. and Gaia, the 
earth spirit lends her aid. but only 
Will's newly awakened power 
L can overcome the peril of the 
Chaos Comet that approach¬ 


es Earth on a mission of destruction The 
Illusion of Gaia brings you true adventure, 
swashbuckling 


NE XT. 
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THE POWERS 
OF WILL 


Early in the game. Will learns 
of his special telepathic power. 
By spinning his flute, he cun 
move objects. He can also play 
magical tunes Since no one 
will sell weapons to a child. 
Will must even use his flute as 
a bo stick to whack enemies. 
Later, Gaia shows him how to 
transform into Frecdan the 
dark knight and Shadow 


Will may scam bkoan 
avarnga hoy. hut h* 
holds unguassad 
powers ot his com¬ 
mand In tima, you'll 
team them all 


FREEDAN 

Rwdfifi the knight 
solves his problems 
with* mighty sword 
One* Will transforms 
himself, h* c*n sliy 
dragons 


SHADOW 

Th* unearthly 
Shadow can trans¬ 
form into an invinci* 
bit liquid or fire 
anergy blasts at 
attacking enemies 


PRONOUNCED 

GUY-UH(GAIA) 


The Illusion of Gaia is 16 
megabits of great graphics, 
story, action and sound—but 
what exactly is a Gaia 9 Gaia 
serves as teacher and savior to 
Will. By entering the Dark 
Space* you can be healed, 
learn new powers, transform 
Will, receive clues and save 
the game As a game, Gaia 
may have more variety than 
any adventure ever 


AROUND THE 
WORLD IN MANY DAYS 


Unlike most video games. Illusion of Gaia portrays real 
places and the flow of time. Will’s journeys take him to 
many famous sites where he must uncover mystic icons of a 
lost age. The Pyramids, Ankor Wat, and the Nozca Plains of 
South America are just some of his stops. The passage of 
time is also important. During days lost at sea. Will and the 
Princess grow to trust and rely on one another. At other 
times, you must wait for events to catch up to you. Time 
extends even further in the story with the Chaos Comet, 
which returns every fe w th ousand y ears in a r eign of 
destruction. 


The passage of the comet causes powerful 
beasts of war to reawaken m the dark 
places of the world 


WcHmustatoy 
foul creatures 
and uncover 
the age old 
secrets of the 




Sometimes the tight is too much 
for WiU end he must transform 
into Frecdan the lawless knight 
The powerful medieval warrior 
slashes through evil 
























TALK 


Rumors run rampanl through the streets of 
South Cape and an unsettling atmosphere has 
settled over the port town like a dense fog 
To hegin solving the mysteries. Will must 
speak with everyone and explore the town 


from the warf to the roofs of the houses 
In towns, castles and other areas around 
the world. Will slowly pieces together the 
story of his own past and the greater tale 
that includes the ancient relics 


SOUTH CAPE 


News of the Killed expedition to 
the Tower ot Babel has cast a pall 
over the town of South Cape Will 
first learns of his special power in 
the seaside cave with his friends 
Back in his aunt's house. Will 
meets the runaway princess and 
her pel pig, Hamlet 


With ihe power of his mind Will can move 
objacls like this stone status m tha saa cavr 


TIME CHANCES 
ALL THINGS 


YOUNG WILL 

Like other young adventurers such is 
Link, Indy and Luke Skywalker, Will 
must learn as he goes. His powers are 
mainly potential when the game 
begins, but over time he will hone 
them and they will become more pow¬ 
erful. He’ll learn running, dashing and 
jumping moves. At times, he’ll sleep 
and dream. 


Time plays an important part in 
Illusion of Gaia Over time, peo¬ 
ple learn new things that they can 
share with Will People may move 
to new locations and partake in 
new activities An important strat¬ 
egy is to return many times to 
each location to see if things have 
changed Another strategy is to 
wait lor things to change 


Will is full of surprises He must learn 
some new skill in almost every locution 
he visits. Some skills he'll use once 
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PERILOUS 


on Will can increase his strength and dtfensc by 
defeating enemies, but some of the Iocs are too much 
for his simple fighting techniques so he must transform 
into Freedom or Shadow 


When Will isn't uncovering clues and dealing with his 
friends, he's probably battling the beasts of war in one 
ot their ancient dens These dens often include traps, 
mazes and puzzles that must be solved in order to move 


KING EDWARD S 
PRISON 


Some things are inevitable, like 
getting thrown in prison Luckily 
for Will, his stay proves valuable 
Once he breaks free, he must still 
escape the catacombs 


FORCES OF EVIL 


In the battle areas. Will 
meets dozens of grisly 
denizens of darkness, and 
all of them have an eye out 
for him 


The Enamy Rad it 
ctairly shows you all 
thfi targets within an 
arse 


Oni of Will s lovrls 
will mcraasa it ha 
destroys all of the 
anamias in ar) area 


EXPECT THE UNEXPECTED 


The illusion of Gaia is like no other game 
in the adventure category, because it is so 
full of twists, turns and surprises. One 
minute you’re battling through the rnoun- 
tain ruins of the lost Inca empire, and the 
next you’re aboard an ancient treasure 
ship. And yet many of the puzzles arc 
subtle. Two rooms seem identical, but are 
they 7 Why are these people standing in a 
line 0 Gaia masters will learn to look for 

clues everywhere, or they _ 

won't survive Prepare your- 
self L»r the adventure of the jj^^HE 
year It s three months away 
A and closing flHBE 


Is thare anything hort worth wart 
mi) around for? 


Thi gama takas on new dimensions in 
Angel City 


The wind stirs your ima gmetion 
What is behind the stone wall 7 
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Have you heard the spine-tingling story of 
how the Clay Fighters came to be? The once 
innocent inhabitants of the Playland Amuse¬ 
ment Park were brutally bombarded by a big 


Get ready for some 
more torso-twisting and 
body-bending Super NES action 
from those weird and wacky game 
gurus at Interplay and Visual Con- 
cepts-the super sculptors that brought you the 
original Clay Fighter game The Clay Fighters 
are colorful and often comical characters that 
ofier an amusing alternative to the more violent 
arcade-style fighting games. Now, in Clay Figh¬ 
ter Tournament Edition, you will have an even 
greater opportunity to show off your fancy foot¬ 
work and magnificent moves by challenging up 
to eight of your closest buddies to a tournament 
of phenomenal proportions 1 


ball of Purple Clay. This monstrous meteor 
made Mudland's masses mutate into claim- 
staking, clay-thirsty crusaders—the Clay 
Fighters I 
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One of the outstanding features of Clay Fight 
er Tournament Edition is the obvi- 
ous attention to detail in the gra- 
phics They’re awesome 1 Plus, in the 
Vs. Mode, you arc able to choose any Wfc 
one of twelve different backgrounds. mV 
Our favorite is a larger-than-life Blue t 
Suede Goo and his piano 


That’s right— 
if you were a Clay 
Fighter fan, you won’t be able 
to contain the clay inside of you 
when you sec all the fabulous new 
features added to Clay Fighter Tour¬ 
nament Edition If you are new to 
the Clay Fighting scene, don’t let the 
friendly exteriors of the Fighters 
fool you This game is as challenging 
and exciting as the other street- 
fighting games, but instead of going 
for bloodand guts, it’s clumps of clay 
you’re aiming to take away’ To add 
to the fun, you can challenge up to 
eight of your friends in a Single 
Elimination, Double Elimination or 
Sudden Death championship con¬ 
test. You can choose a character, 
enter your own name and even 
choose a color to eliminate any con¬ 
fusion during the matches Let the 
games begin' 



Whether you're a beginner or 
have experience, you can use 
the Power Meter to help even 
out the matchups This is also 
a good way to practice against 
tougher characters. 


Another option you may set is the speed of the charac¬ 
ters The highest speed in the Tournament Edition is 
twice as fast as in the original game Keep in mind, 

however, that the moves will only be fas¬ 
ter if you are fast with the Control Pad, so 
keep it low if you’re slow 
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Occasionally, when the timing is just rtght, one may take advantage of 

the special opportunities that arise. With Game 
... Speed set in the middle, it is possible to deliver 

^ blows tn rapid succession. 


Watch how Tiny demonstralas this very 


Bonkar doBsnt stand a ehnnea against Tiny's leinble 
barrage of blows When you re the aggressor this 
technique certainly cemes m handy but if you n> on Iht 
defensive don 1 gi*l yourself caucht cowering in the cwnar 


ustlul menauver when fightMf Bonker He 
pushes Bonktr til tha way lo the right sida 
then lets tha punches fly 


Once you have the Special Moves 
down, try tripling the effectiveness 
with this handy hint Corner your 
opponent, then hold Down and Left 
L on the Control Pad The 


Blob will charge up for his Special 
Move, while simultaneously block¬ 
ing Bad Mr Frosty’s attacks Set the 
Saw free and let it sltcc through 
three times! 


The Blob is sure to win ihrs match against Bed Mr Frosty by a "spill" decision—lhal is if you can 
catch (hit cagey character in the corner and cltbber him with your bold Blob Buzz Saw. 


As a master Clay Ftghter. or at least a 
mastcr-in-training, it is important to 
watch out for out of the ordinary 
opportunities to score Part of the fun 


with video games is that 
sorts of techniques for 
discover that may not be 
cd in the game manual 


Try this nifty tnckl As your opponent attempts lo gam Ihe advonliga by lumping over you. iry la put a 
pinch in his plan As soon as lha olher cftaraclK is overhead you will automatically lece e*ch other 
again. As you re rotating, it will be much easier ta perform a Special Attack and gain lha upper hand 
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CLAY FIGHTER 

TOURNAMENT EDITION 


\ The match-up between Ickybod Clay and Tiny is no small mat 
* ter. Ickybod is the clay incarnation of the circus ghost, while his not 
so-Tiny opponent is the wrangling wrestler on the circus scene 


While Tiny is in midair perform the Flying Hi*ad 
Butt maneuver Tiny won t know whet hit him end 
you'll be in perfect position to finish him off with seme excellent 
Ectr punches 


A good strategy is to play il 
cocl Sil back end wait for 
this brainless brute to |ump 


Before the Big Purple Meteor made its impact on Play- 
land, Taffy and Bad Mr. Frosty were simply scrumptious 
circus snacks Now you’ll see how Taffy’s 
stretchable body makes for some long 
range attacks, and how Bad Mr Frosty / 
can become a snowball bomb. 


Taffy hes lha advantagp of • 
long roach, bui he isn't as 
speedy as the other 
cheractMs so he has to be 
i strategic Whether Frosty 

k is near or far away crouch 

\ and hold Back, then punch 
\ os hs jumps frem abovta 

\ Witch oul for Frosty's 

Bad Bear Hug! 


believes he’s the King of Rock and Roll 1 Helga’s humon- 
gous heft helps her hold her own against most any 
opponent, although her mind is often on her next meal. 


Here’s a contest of the crooners you won’t want to miss! 
Once a middle-aged circus freak, the Purple M etcor gave 
this groovy-dooed dude delusions of grandeur—he 



Buck plus a Punch ta perform lha Flying Forelock attack. Blue can also hurt Halga 
by humming a tow bars Press Down Down and Front and Fronl plus a Punch 


Blue Suede Goo is obvtnusly outweighed by Halga so his best bet is la ley low in 
the left corner and let his lovely locks loose Press Oowa Down end Back, and 
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Canelia, fled 
froft the castle 


With The Twisted Tales of Spike McFang. Bullet-Proof 
Software takes a traditional adventure game and adds an off¬ 
beat character with unusual skills to give it a fresh feel. 
Young vampire-in-training Spike McFang stars in this one- 
player, battery-backed Super NES title, and his abilities are 
unlike any hero you’ve known before. He attacks by cither 
spinning his cape or throwing his top hat, and he gains 
energy not by drinking blood, as you might expect of his ilk, 
but by eating vine-ripened tomatoes. 

According to the game’s story line. Spike is the son of Dra- 
cuman, one of the three leaders of the Vladamasco Islands 
He shares the ruling duties with Vampra and General Von 
Heslcr, but it appears that Von Hosier has a greedy streak in 
him. While Spike is off at training camp, Von Hos¬ 
ier kidnaps Dracuman and Vampra and plans to 

rule the kingdom solo Spike, 
along with Vampra's daughter. 
Camel 1a, and Von 
Hesier’s son, Rudy, 
plans to put an end to 
the tyranny and free 


the imprisoned sovereigns. 

His quest takes him from his 
home palace on the island of Dracuman to islands previously 
ruled by Vampra and Von Hcsler. 

As adventures go, it’s a slow-movmg game, partly because 
of its slow-scrolling dialogue and partly because the anima¬ 
tion is less than speedy. There aren’t many spells to use or 
actions to learn, but that might be a plus for young players, 
for whom the theme seems most fitting, or for inexperienced 
adventurers, who might 
like the training mode at 
the game’s opening. 
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SPIKE McFANG 


PROFESSOR STEAMS 


Proiessor Steam communi¬ 
cates with Spike b\ way of cell¬ 
ular phone. Every so often, 
he’ll give Spike a call to give 
him special information or to 
let him know that he’s raised 
his expcrienc level. 


oo»o 


AUttku'it wlrt Hu tat ami jimpm} ah|«i an 

iw stills tint Spirts Inroaatcamp. 


Spike won't have to go it alone. He'll be oiler help of some kind. TlUy otten -how 
accompanied at various points by Came- up at the most opportune times to haul 
iiu, Rudy and Professor Steam, who all Spike out of dicey situations. 


4s prim of Batkmd, Spike feels 
responsible not only for rescuing the 
king but also for ensuring the safety of 
the inhabitants of the kingdom. He 
vows to vanquish Von Hester and 
return the rightful rulers to their 
-. v thronc^He has the determination 

and-after 

^'V- training camp— 
‘ Y the skills to 

it ^nrnke good on 
_ 5 his promise. 


Young McFung begins with a regului top hut 
K^C^Kvfbut cun upgrade to Star, Feather and l ight- 
Bnrw ning Hats by purchasing them ut loc.il stores. 
r He’ll have to earn enough money to pay for them by 
battling the enemies he encounters on his quest. 


CAMELIA AND RUDY 


You’ll meet up with Rudy somewhere m the Batland Palace, and 
he’ll travel with you through the Kalala Desert Camclia will join 
the party in Ratville, after you and Rudy defeat the Water Tree 
and take healing water to her to help her recover A 


























• mere cfovt of Gertie. You'll find the guilty Garlic to the right of the mam tatranci 
Gti the key in 4 start searching the 


MEET SID 


As you tom iwiy from tho locked 
daw you II gtu a rail from 
Proftssor Steam Ha'll tell yiiu that 
your aquatic pal. Sid has a key lo 
tha cast)* Look fix him in the 
water to tha left of the castle s 
front door 


STOCK UP ON SUPPLIES 


Building expantnet by defatting anermac is tedious work, but you'll went to increase 
your level and wm enough gold to buy lots of cards before dimbmg to tha castla's 
upper flows. Save enough to upgrada your tup hat loc- 


START 


Where there s smoke, tbore's fire The 
Zombies inside the castia wait small 
puffs of smoko before they spew fire 
To avoid being fried got out of there 
when you sae the smoke. 


Upon returning to Batland, after completing his training, Spike learns 
that strangers have taken over his home, Dracuman Castle, and that 
his parents are missing. Naturally, he’s anxious to try out the techni¬ 
ques he learned at camp as he tries to get to the bottom of the mystery. 
After stocking up on supplies at the village shop, he heads north to the 
castle entrance, only to find the main door locked. 
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SPIKE McFANG 


FELINE FIGHTERS 


The FtHino Fighters are catty battlirs. They're had to bant and taka a 
heavy toll so try to avoid them as you go through this a m 


To gain experience quickly taka on a Metal Munchtr Avoid its aims when it 
throws them and attack from a safe distonca using your Tog Hal The Metal 
Munchar might ba big. hut it's not as moan as it looks. 


KEY CLUTCH 


Tha Big Spider in the rafters is 
guarding a key Whan you squash 
the spider the key will fall to tha 
floor Now You II hove to go hack 
down the stairs and avoid the Feline 
Fighters as you find and remove tha 
key Use it to open tha locked doer 
an the next floor and continue to 
another area. 


Stone Head who II bool you all tha 
wsy to the nghl end through the 
wall that kapt you from walking that 
direction. 


After the Stone Hoad on the 
left kicks you back through 
the wall bs sure to save 
your game by talking to tha 
Stone Head there. 


Whan you jump on tho Spring you II fly up hit 
your htad. end tail into tho water Luckily. Sid 
will fish you out and toss you ovar to tha loft 
Only a Transport Card will gat you out tf this 
part «f the castle. 
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AVOID 

ARROWS 


JUNGU IEAST 


POCKET THE KEY 


CROCODILE STOCK! SAVE TRIMIHETUf 


FIGHT FELINA 


cur o sour 
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There are lets of little spiders crawling all ovor 
tho riftars but the/m easy to beat with a simpli 
cape attack. Kesp moving forward spinning ^jur 
capa ofkp evary few staps to keep the p&th 
•heid cltwr of the mini arachnids 



SAVE AT THE STONE HEAD 

When you coma upon Spika's mother in ihi call, shell tall ymi whot happened and 
sha’ll refill your en»gy molar Shortly aftw you leave ^>u II meat up with a Stone 
Head Bo sure to save your gams thara. before meeting Ftlica 


UP YOUR LEVEL 

Before ch3llonging Folma, try to attain at least Level 6 Ethnr 
hang around the castle entrance* and beat I its of Garlic and 
V3mpires oi search out the Metal Muncherc ovar and over to 
gam valuablti battle ■xporicnce. 


























































SATURDAY NIGHT 

SLAMMASTERS 


Capcom 1993 




All you lazy living-room wrestlers 
had better get buffed out and 
1 psyched up for Capcom’s Saturday 
Night Slant Masters, a 24-megabylc 
masterpiece featuring some of the 
U meanest, most maniacal match-ups 
j* in arcade game history' Each char- 
Jv acter has his own brand o! wrist- 
T wrangling, body-bending bams and 
n slams for you to try. Time to bash 
' ■ some brains 1 


rati*# 1 * 


By choosmo Multi- 
Pliyir Mcili. Y»u c«n 
pin down uj to Ihrtt of 
*our fiwriti fmnds for 

a four-wty ttfl twm 
wroUt-rami! 
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Th§ S*mc Fist h Slamk*v»ch'a supar 
Spiciat Attack. 


Pross Up. Up Right 
and Right on the 
Control Fid «ftw 
e Grab to perform 
Brffs Heed Rocknr 


Witch cut for this gu/s michlnt- 
yurt armsl 

TENDO POWER 


While outside the ring, stun 
your opponent when the timer is 
around 15, then jump back in 
the ring. Watch what happens 
when the counter reaches 20... 


- - Your opponent is outside 
► of the ring an 6 you win 


Once outside thw ring, you have 
20 seconds to sm sh bash .nd 
ci .sh your opponent with my¬ 
th ing that isn’t nailed dowr 
Bottle, Chairs and Met I Boxes 
re ail f.ir s. nK. 


Give Guntoc s Gut Crush c try 
Thp Control Pad sequence is 
the seme as the Head Ruckers 


HEIGHT: 6 FEET, 4 INCHES 
WEIGHT: 264 POUNDS 

Nicknamed “The Rockin’ 
Russkic”, this heavy-m di¬ 
al bunk from Russia loves 
to perform the Head Rocker I 


BIFF 

SLAMKOVICH 


In single match mode, you can chal¬ 
lenge one computer opponent or 
wrestle with a friend The object is to 


defeat all the SlamMastcrs and face 
the Ultimate Challcnge-lhe das¬ 
tardly duo of Jumbo and Scorp 1 


HEIGHT 6 FEET, 4 INCHES 
WEIGHT: 276 POUNDS 

They don’t call him the 
“Loose Cannon” for 
nothing. He’ll go off at 
the blink of an eye. 






























































I SATURDAY NIGHT 

SLAM MASTERS 


Thi Great Oro 5 Neck Wrecker is sure la be 3 
reel pain in tfie neck for your opponent' 


THE GREAT 
ON! 


HEIGHT: 6 FEET 
WEIGHT: 221 POUNDS 

Thank goodness thts for¬ 
mer actor traded Kabuki 
fnr kicks and became a 
r^it rough wrestler, 


Titanic Tim's Titan Break* will 
snep tm ell in halO 


The Cyc me Kick will cartamly 
kn ck tha wfnd lut of my arfvwsarY 


TITANIC TIM 
THE BATTLE AXE 


HFIGHT: 7 FEET, 9 INCHES 
WFfGHT: 432 POUNDS 


This br wny bruiser is as 
tall as a tree, and he has 
a special place for the 
vertically challenged in 
his ice-cold heart. 


Thr Tsunami will hit im wtrst thin 
lurnido and tidal wave locuth* 


In the event that you are completely 
creaming your opponent or breaking 
his back, he may give up and the 
Referee will stop the match. 

Whafll it bo-will he aumnder m 
will you smash him to (he ground? 


A pericctiy pertormeu pin may 
get you a special reward) Watch 
for the Wrestling Woman to 
leap from the crowd to congrat¬ 
ulate the winner. 


A bit of strategy is best. Don’t 
try a pin until your opponent is 
weak, or you may be in for 
some nasty surprises. 
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Team Battle Roy .tT is ^ t wo-team 

tour namant of lh atop Slam Masters 
Up to four players cart pair up with a 


mulli-plavcr adapter, or you can fiJ! 
in the extras with computer players 
and let the bone-crushing begin' 


HEIGHT: 5 FEET, 6 INCHES 
WEIGHT: 163 POUNDS 

E! Stingray is lacking in 
height, but he makes up 
for it with masses of 
muscle and machismo. 


Th« Jalapina Comat attack is a hat 
Mb hriptr 


HEIGHT: 6 FEET, 7 INCHES 
WEIGHT: 309 POUNDS 

A burly big-city boy, this 
former Mayor prefers 
pulverizing punks to pro* 
fessional politics 


To do Stingray's devastating Oivw 
press Right Down, Down Right 
end Attack Anchors awoigh* 


This is tough to master Grab press 
the Contra! Pad 360 degrees, then 
Jump end Attack simultaneously 


His personality is parfact for outline 
•ft a Piladnvar 

MEN DO POWER 


The fabulous four-pj .yet feature adds 
plenty of fun for all, but itetn also cre¬ 
ate free-for-all frenzv. 
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foes? Perhaps the be 
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of both! 



































































SATURDAY NIGHT 

SLAMMASTERS 


ALEXANDER 
THE GRATER 


HEIGHT: 6 FEET, 6 INCHES 
WEIGHT: 359 POUNDS 

Alexander’s a butcher by 
day and ^ meat-eater at 
night in the ring! Arc you 
his next Slambui^er^ 


Grab thin press Up Right 
Up ami Attack la send your 
rival revolving rapidly 


A wnj gf warrant-den’t play fra 
f'atty Ciki Slap wfoh Altxf 


Grab, thin press Up Uown and Attack to 
do the dangtrous Dreadlock Drop 


HEIGHT: 6 FEET, 6 INCHES 
WEIGHT: 331 POUNDS 


This cr .zy character 
hasn’t combed his 
tangled tresses tn years. 
You’ll be sure to dr« id 
his loathsome locks. 


M PrtbfR COM aCQ&F JUH O 


VI. . *'sd -w worthy m~ 

mate v. nder off to? Thete’s no time 

to look for him—these IWO ice goin t to Jmbr and Star* wjn't m y«. urM tbiy 

* V - ihr-ir wr.v with vnnt *r« bora with >*ir mrtinU'i body 


When there are four wrestlers wrangling in the ring, 
you’ll need to watch your back! While you’re in perfect 

. . , pinning position and 

Lp>$'dfrMjjj^cay. gffikfflpSgy itjjjj ready to score, your 

' ydSfe 8 \ t victim's teammate 
I ‘ ' \ I might step in arid 

LW-Jt ‘ I ,nlcrfU P l thc ac * 

lit SStSiTfS■ tion. 


Rasta to rcUmd wfien 
Gunloc c$im to tnu rewu*. 


1 1 > 
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610U2SNK, Reprogrammed ©l 


ratal Fury 2, by Takaru, offers 
you a chance to conquer the world by defeat¬ 
ing each nation’s best warrior. Although it 
follows a similar story line to many other 
street fighting games, there arc some inter¬ 
esting features that make this game worth 


playing. While all the characters 
have powerful new moves, the 
real strong points are in the 
stages themselves. Instead of the 
typical left to right combat. Fatal 
Fury 2 gives you screen depth so 



you can interact with your sur 
roundings. 


tH», urTs* i>no«t ■ mih »,o«- rfosjf 

Tho Elimination Mode lets you challenge a 
friend to a grudge match You cen stack 
your team of fighters eny way you like) 


You cen use any of the eight fightors when 
you bettle. If you don't cere for the wey e 
fighter looks, just press tho R button to 
chong* his colors. 
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FATAL FURY 2 


* Button to lump la Ci# 
i Use any attack to nwi 


back down 


DEPTH OF FIELD 


Euch of the Mages has two screen depots yoa can 
fight from, so yon can create an entirely new fighting »tyle by 
moving from one level to the other. The first big difference 
you'll notice la your ability to avoid other fighters' missile 
attacks. If something is hurled at you, a quick jump to the top of 
the screen will let you avoid damage. You cun also surprise your 


the screen levels, but you can take damage‘as well 


Um u» MMan'i dWarare depth (ml# tu Ms ewW damage.« your 
atomy fire* o miasile attack at you, quickly move up or dpwnto avoid 
bting hit Uova back after ft* !»«•*• b« wwod you toy 


>—*0 Each of the characters has certain attacks you can use to 
avoid being damaged. By throwing on attack at the perfect moment, your 

fighter will become invincible until the 
move ia finished. Depending on the 
* * j • *V‘ character, you will need to practice 

til each move to find the proper timing, or 
you will end up being damaged. If you 
are a split second early or late, the • 
counterattack will fail. Learning each 
of the character’s strengths and 
weaknesses is the key to learning 
the timing of the counterattack, so 
keep practicing! 1 


You can trad damage whan you art Job by 
using thi Stub Kick. Hold D&wn/Left, than 
pres* Up/Right and 8. 


then hit Bight and Y at the sam* time, Thia trick 
will take some practice. 


If you are playing aa Andy Bogsrd,use the 
Shadow Splitter to avoid being hit Hold Oown/Left, 
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DRAGON BULLET 


Andy's Dragon Bullet is slowmov 
mg, but it s big and hard to |Ump 
over It has a medium rang* 


SEMBEI SLASHER 


Jubei s Sembei Slasher has a long 
range but it is slow moving and 
small, making it etsy to avoid 


When Mai throws hrrfonot you 
it will travel all the way across tht 
screen at a fairly good rite 


The Thundfir Ball Bomb hos a vn 
short rang* but it moves quickly 
end is herd to avoid 


POWER WAVE 


Tarry*s Power Wave travels along 
thu ground burning everything m 
its path Ills very quick 


The Hurricane Uppprcut travels a 
long distance moves fast and is 
herd to avoid It’s aqruatmove 


ijiji 


you; 


f‘rt i v % / / 




You can catch an unwary opponent 
off guard when you hit him with a 
well placed missile. Each character 
has his or her own special'move, so 
learning how to use them all will be 
tricky. It is also important to learn 
what the move looks like, so you can 
avoid being hit at an inopportune 
time. All of the missiles move at dif¬ 
ferent speeds and at different levels, 
making it even tougher to avoid them. 
Don’t forget, if you see a missile 
coming at you, jump to the other lev¬ 
el of the screen. 


Vuu cm im your enemy with a mi&sila wticn you are 
f*r opart but Ha or aha will have more tim* to avoid it 


Finding tfin perfect 
fighter is next to impossible unless . 
you’ve played the game. Here is fl 
quick overview of all of the candi¬ 
dates. Try out the moves, choose your 
favorite, then practice on your friend': 


PART ± 


— - > A# 




SI** * 

IE 


I 



CHARACTER PROFILES & SPECIAL ATTACKS 


TERRY BOGARD _ 

T*rry Bognrd is an all nround 
great fightrr He s fairly quick, 
with * wide vanaty of moves 
Some of his uttocks inflict limit¬ 
ed damage on stronger oppo¬ 
nents so your fights may lest a 
little longer He is unable to taka heavy dam agi so 
kfmp moving I 


r 


ANDY BDGARD 


Wf *j Ar cy is e li i % smafo r than rus 

brother so his special attacks 
Mh ‘ tend to wo rkbr st from ad is 

rvJH tanc- His smfclte r framn makes 

h:m herder to hit, but t also 
** makes it more difficult for him to 

damage bigger opponents Take advontage of his 
good attack spned to help win your battles 


CHENG SIN ZAN! 


Cheng SmZan is short and 
^ hoavy making his righting style 
powrrful but slow M tny of his 
Hr hI attacks are e isy to avoid as 
f tong as you keep your distance, 

" but it he gats too closr, h* can 
finish off his opponent quickly Try to grt your oppo 
nent trapped in n corner, then hit him hardl 
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HALF-MOON KICK 

Him s Haft Moon Kick can cover n lot of 
space quickly making it vary hard to avoid 


CRACK SHOT 

Tarry's Crick Shat can drop h s opponart in 
one fell swoop Don t gat caught! 


It's hard far Jaa to miss with a Tigar Kick. 
It's fast and covars the entirs scrim 


FLYING PUNCH 


DRAGON FIRE DANCE 


X or Y repeatedl 






If flying punches are more your style 
then check out these moves. Each of 
them can drop your opponents before 
they know what hit them. Although the 
range b a little shorter on a punch, the 


attack is very fierce and leaves an ene 
my damaged beyond repair! 


PART 2 


Some of the characters have very 
itrong kicking powers. If you are t 
player that prefers to use a little fancy 
footwork, then check oat these guys. 
They have more power in their legs 


than sn entire army! Master n few of 
these move*, then head into battle. 


JOE H AYASHI 


KIM KAPHWAN 


Hiving both strong kicks and 
punchts. Joa is a formidable 
opponint Hi is very fast, and 
his spaciof attacks are power 
ful. miking him <asy to ust Joi 
is thj parted character for 
TSDVttu ftgfttflTS 


Kim is a roaster of Tai Kwan Do 
miking his fighting style quick 
and powerful Manyofhis 
att.icks work both oHansivtly 
and difensivdy As long as h^. 
continues to us« his sptc il 
ptayefJWiH heyt- inHiuk* lifting him Al! of 
his moves are oasy to laarn and usa 




3 


Check out eich character s secret Special Att .ck when the 
red power bar is flashing. These attacks arc powerful’ 


Andy can hit his animus with a barracji of 
punchas whin hi uses this mova 


With lists ol fira Mpi can torch avm the 
strongest opponent whan shi usrs this mew 


MACHINE GUN PUNCH 

Jots Mcchmt Gun Punch c^n dnvF thn 
tnimy away, getting you out of a tight spot 
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jjafeSS?** 


The quickest w«y to finish off your 
enemy is to grab ahold of him and 
throw him to the ground. The trouble 
is getting ahold of your enemy with¬ 
out being damaged, lumping to the 


upper level then back down on top of 
them is a good technique, but It 
doesn't always work. Some of the 
characters’ throws .ue very powerful, 
uo tty to stay out of their reach. 



Mai may look sweet and innocent buishr 
picks a lot ol power If you gat too close she’ll 
flip you back and throw you a mile 1 


Mai can attack you Irom the top of the 
screen and finish you off with her special 
attack 


Hie screens that run across Jubet's stage 
mask his attacks, making him vary danger 
ous 


TAI STAGE 


ENGLAND STAGE 






As you progress through the game, 
you can gain extra points in the spe¬ 
cial bonus round. Destroying every¬ 
thing on the screen can be tough! 


Depending onyotir fighter s abilities 
destroy the pillar wrth kicks or Special 
Attacks 


Destroying the statue in England is even 
tougher Special Attacks work best. 


Botb Jubei's and Mai's stages are 
tough to win. Not only are these ene¬ 
mies powerful, they get an incredible 
advantage on their home turf. 


PART 5 


SUM 


DROP 


BACK DROP 


Big Bear can crush his opponent by putting 
his weight into a Back Drop If you re caught 
in this move, you rn not getting upl 


Juba s throw can easily cut his opponent s 
energy in half It also sets up his enemies for 
a second attack when they land 


Y 


X 


or 


CHARACTER PROFILES & SPECIAL ATTACKS 


JUBEI YAM AD A 71H 

Jubei may took old but he 
movas with the strength of a 
tigar If players get caught in his 
grasp they will have trouble 
beotmghim His special moves 
are some of the besi around As 
Jubei, try to get your opponents into the corner then 
hit them wrth everything you hava 

Hold X+B 


BIG BEAR 




Large and slow Big Bear can 
crush his anemies in his power 
fulsrms Because he is an ax 
wrestler most of his power is m 
# M his holds and throws, but his 
slow speed puts him 3t a disad 
vantage against speadier foes If you don t want to 
pet hurt yon batter stay out of his way 


MAI SHIRANUI 


Mar is one of lastsst characters 
m the game Shr ctn easily out 
run any attack, but rt sha does 
gal hit. she can be easily 

cropped Tfu xcytownnmg ■>? 

Mai is to hit your opponent, then 
run away 1 Her special attacks can drop even tine 
biggest enemies 


B+X 



X+B 
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Waich out for Billy s power¬ 
ful Bo Stick If you run mio il, 


The only way you can avoid hfs special 
attacks is to move to the background 


After you have beaten all of the fighters in the 
game, there ate only four foes that stand 
between you and the championship. The 


m 

BILLY KANE 


trouble is, all of these guy are big* fast and 
meant Only the best warriors arc going to mnke 
it past this gauntlet! 


This guy is fast, and he is 
going to lei you know how 
fast he is Not only is he fast, 
hui he camcs a big stick wherever 
he goes If you want to avoid his special attacks, try 
lo jump from the back of ihe screen towards him, 
then hit him as he lands 


Try Id hil him when h» 
lands, you II hit hardn r and 
avoid his tiUeck 




AXEL HAWK 




This is one boxer 
you won't forget 
His powerful mus- 
l Ics give him an 
advantage *>\er slower characters 
While his leet may not be super 
fast, his lists more than make up lor 
his weaknesses Try to |iimp over 
his attacks and hit him from the air 


Many fightirs 
hive gotten into 
the ring with Axel, 
but very tew ever 
liave while 
they're still stind 
ing 


B. LAWRENCE 


Lawrance has been honing his skills and reflex 
cs against the bulls An expert bullfighter, he 
can bring down the bulls with his bare hands as 
well as any weak fighters he may encounter It 

will lake very fast reactions 
lo avoid his attacks, especial* 
[y with the bulls running by 
in the background of this 
stage 


I If the bulls ire running by, bio ckmg is 
your only defense against his attacks 
If you do jump make it quick! 


Don t gnl cnughi 
in his cape or Ihe 
fighl is averl 


W. KRAUSER 

The ruler of the underworld has sponsored this tournament in order to 
set/e control of the Overworld Now that you have defeated the world's 
most powerful warriors he is not about to lei you stop him His attacks 

are both powerful and fast, 
so only the best will be able 
to beat him. Your only 
escape from many of his 
moves will be to jump to the 
upper area Because he's so 
fast, if you let up for a sec¬ 
ond. your battle will he fin 
ished. and so will you 
Good luck, you're going to 
null it 


Nil Kiausir while hi s nol movinp 
end don 11«1 up. or hr II knock you 
curl 

























n\»m th«et m fucvurts 
lliELtflE._ m«$ jts i mm 
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Air Strike Patrol is a great air-com¬ 
bat game by Seta Many war game 
fans will be reminded of Desert 


Strike by the detail and game play 
that goes beyond the call of duty. 
Unlike Desert Strike, players must 
also maintain popularity at home 
while testing their skills against the 
enemy You must avoid hitting 
friendly troops, hit as many targets 
as possible, and refrain from wasting 
valuable ammunition If you fail to 
do this, your war effort will be cut 
short by lack of interest and funding. 
There are over ten different endings 
for players to find, keeping the chal¬ 
lenge active for a long time to come 

















































As <1 member of the Air Sirike Patrol, or A S P, il is 
vour job to provide dir support for all ol'the UN ground 
iroops Your squadron is well equipped with a wide 



selection ot weapons and aircraft Study your mission 
requirements and select the best plane for the job 
because picking the wrong aircraft can be tragic*. 



Choosing the proper weapons is 
key to hitting your targets accu¬ 
rately and winning the war 

M61 VULCAN 

H This 20mm cinnon is a great 
secondary weapon in air combat 
Tht F 15 is equipped w?lh this 


In oidw to pierci Ihi heavy 
armor of anrmy tanks, the A 
10 uses a 30mm cannon. 


The Sidewinder is thi missile of 
choica in air to air combat Just 
lock on tha largel and firof 


Thi AGM 25 is » powerful 
bomb that unifies a rrmola 
camera guidanca system. 


Heavy and powerful, tha MK 
82 drops stnijht down on its 
target This is great for 
detail bombing. 


MK-20 ■ 

LOCKEYE 1 
BOMB 

Tha Lackey* axplades itio 
sevwaJ small* bombs when it 
is lind. Il is perfect tor 
dreliDying buildings 


CLOSE SUPPORT 


The A-10 Thunderbolt II is commonly known 
ns the Warthog because it’s ugly and tough. It's 

able to fly into a battle low and 
slow, wiping out everything in 


a iQTHurfinaou n 


MHUvW 




its path. Because the A-HFs 
primary task is ground assault, it 
can be equipped with Mav¬ 
ericks, MK-82 Smart Bombs, or 
the super powerful MK-20 Clus¬ 
ter Bombs. The A-10 has little 
defense against the Mig-29. 


The F-15 Strike Eagle is a well- 
rounded aircraft, built for both 
speed and endurance. You can 
equip it with Mavericks or MK- 
82 Smart Bombs for ground 
assaults, or with sidewinders for 


i -iVttmJO iMtlf 


air-Ui o ir toullU. I he powerful 

engines .re equipped with after* MmI 

burners so you an race out of 

danger, but they reduce the 

turning ability of the F-15. If you need to hit 

the enemy bard and fast, then this is the plane 

for you! 


I Ol t Ml ft/ IT 








































Each of ihe missions in Air Strike Patrol requires you to gets are well defended hy anti-aircraft armaments, so a 

clear specific targets out of several areas All of the tar- steady aim and quick reflexes are verv important 



MAX SORTIES 


OBJECTIVE 
AREAS 

M 0 ft BQ*» or 40 Launchers 


Scud Launchers 


Scud Launchers are mobile missile carriers 

Their sole purpose is to destroy civilian tar 

gets. Because they are 

light and mobile, they do 

not show up on the long- HP 

range radar. You will need ^R; 

to seek out the launchers. J 


When yuu *umy Dm intellijtnca 
reports, the question marks 
indicate the possible Scud sights, 
Ym‘11 Mod to fly ow all of them 
to find tha missiles. 


When you aricoontar a group of fautmhsvs, slow down and start 
tombing. If a missile begins to smoke, hit it before it takas off! 


ml 

C 

r* 

1 m 1 Tk 1 

tm 

rt r* 



MAX SORTIES 


Aircraft Facilities 


AREAS 


The Zarakies are launch- 
ing a massive attack on 
their defenseless neigh- | 

bors. You must ili&ible the / 

Zarak Air Force white it 

is still on the ground. Hitting all of the airfields 

will make your job much easier. 


When yui ire 1111119 <** Mivertck 
missiles, be sura to watch when 
you shoot Became those _ 
mrsnln are eutomabcafiy 


pdod. you may accidentally 
Are on your own troops if 
yw'rs ml careful AG- 25 s 
m ttiltl 1 l>i 

•an to fired at tom. 


Yw onfy nor* la hit ail ef lha 
tottdmji and irwr* dunpt * 
dnirey an airfield. Evary hiof 
4 m * just a vatu «f feme 
and ammuniton and will mly 
a«va k : ms yaur acafp 
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Before you head mlo battle, study the intelligence vour targets, as well as anv other defenses you may 

reports carefully They will indicate the locations of encounter 



MAX SORTIES 

OBJECTIVE hem Factories* Troops 


MKCYAU MA ft 


As a last resort, the Zarak military plans to 
using chemical weapons on the civilians and 
UN troops. You must destroy all of the build- 

iwWWl ‘ ngs ‘ n N BC. Facto* 

ties as well as the sur* 
rounding troops to keep 
jfL your guys healthy. If jou 

miss anj the war is over. 


Bkuim CtW A-10 W MU« IK 
htt wtwi it’s ffymg slowly. tm 
the mountainous termin m 

C itidicm, Enemy miwilni mil 
the mountains mstout a\ 


feu must destroy afl oftta 
takings w you’ll to* the 
war Look carefully for smaller 
buildings that you might have 
missed tht first time around. 


Us* the A-10a Awiyw Caiman it tik* out *11 of the Many 
troop®. This way you can tm tho tnmto for tailings. 


J L ■ < 

tit 

f9i 



«Al 




1 i 

MB 


r m ^- r 

. • 



Because this mission is at f-. . 

night, you’ll need to fly f- j, 

carefully. You only have ' W 

24 hours to finish off the 
Zarak Headquarters be¬ 
fore they launch an all-out nuclear attack. 
Work fast and strike hard! 


When phi approach the 
Headquarters on your first sorta 
try tu clear wt as many of the 
Qround troops as possible. This 
will make your next mission 
©aster. .. 


The Zauk Headquarters a wHI fortified, .md it mil nkn «dwrj| 
hits to destroy each wing. Insidn thn buildings are powerful nnti- 
nncraft guns that you must destiny, as wdL 


rnME 

24 hrs 1 

MAX SOfiJIES 2 

1 OBJECTIVE 

Zarak HQs t Weapons J 

1 AREA 1 

a 1 

j MDR 

1 w* 1 
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Get reocfy for o mental meltdown ~ with Super Loopz from Imogineer. 
This oction puzzler offers up pieces of pipe for you to connect to form closed 
loops. Spin the pieces ond try to fit them together in loops, but you hove only 
o few seconds to moke your choices before the pieces explode. Feoturing the 
lightning fost rounds of the Arcode Mode ond the mind-blowing Puzzle Mode , 
t* o vorfatfbra J twc fltfyfc? S^pet tocpi 2s vhutteoge* 

and headaches. B "im ma 


CLOSURE IS GOOD 

You’ve got three basis-types of pipe: cor¬ 
ners, straight pieces, and impossible-to-fit 
pieces that may drive you into bug-eating 
insanity. The time for fitting them to¬ 
gether is limited. The more complete 
loops you make, the higher your score. 

That’s basically it Seek closure. 


What dots closure Qet you? High* scores Iocs 
tuna tor planning moves, more challenge, and now 
playing held backgrounds. 



This mode puts you in a level-oriented 
contest with increasing difficulty and 
passwords to note your progress. On each 
level, your goal is to complete ten loops. 
Subsequent levels have greater speed orJ 
more weirdly shaped pieces. In all, there 1 
are 21 levels to confound and confuse. 


As play picks up. tha tuna 
for placing pioces goes 
down. 


Start building several loops 
using lha venous pieces. 


Now. any piece Ural appears 
will a greats* chance 
ol fitting in 


You can torn bonuses by building extended 
complw loaps with over 14 comer pieces, but it 
may bind your mind aut of shape, too. 











































































SUPER C.QOPZ 


In this brutal brain drain, you’ll either muster your 
powers of memory or get sucked down to cat “humble’’ 
pipe. The computer starts you off with a simple shape, 
then it starts taking pieces away. One-by-one, the 
pieces will return for you to place, if you can remem¬ 
ber where they go. Only a few pieces are removed 
from early puzzles, but you must reconstruct entire, 

complex shapes in tbe 
^ t* difficult upper levels, 

hk. You have limited tries. 


mem 

_ .ft 


Not only do the puzzles 
become mm complex with 
lots of corner places, tha 
computer also takes away 
morn ptacM at higher 
lewis. 


—mcmric 


Reorient and fepleci the pirns m 
the same locations. 


Cancentrate on thi shape and 
order of removed pieces 


The computer peasants the pieces 
in reverse order. 


Super Loopz offers one- or two-player brain HT5 
busting for twice the fun or twice the frus- Pjj 
tratioa In one mode, you’ll create loops on r ™ 
your own half-screen playing field while [j • 
your opponent works on his or her own side, IB 
The second mode drops you both onto the B%| 
same playing field so you can steal and 
block the other player’s moves directly SJ| 
There’s also a handicapping feature. H"™ 


Look for opportunities to block your 
opponents or complin nn» of thtir loops. 


The players can keep track of their “active 
pieces by noting their different color 


At the higher lewis of the two-player Arcade 
game, the •ction speeds up. 
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Challenge matches take the form of best of three, so 
you can elways come back from a humiliating defeit 
























































EPIC 

ADVENTURES 
ARE BIG HITS 


S«crct of Mans combines the 
besi of both worlds pairing 
action packed fighling se 
quonces with the strategy and 
problem solving common to 
RPGs The rtsuli is an «ngross 
mg fast paced adventure 


e introduced you lo Square Soft's Secret o! 

Mana m a feJture article back in Volume 
54. just as it was about to be released 
Since then, it has become a best-seller and has 
show n up on just about everybody’s "gotta have it" 
list The game’s success would .surprise no one in 
Japan, where RPGs anti adventure games are the 
biggest sellers, eclipsing the action games that are so 
popular in the U S and Canada Given the popularity of 

adventure games world wide and 
the success of titles such as Secret of 
Mana and The Legend of Zelda A Link to the Past,) 

we think that it s time lo 
take a closer look at the 
adventure/RPG genre. If 
you ‘re one ol the many 
action-game devotees who 
haven t ventured into the 
world ot adventures, take a 
look—and see what you’ve 
been missing 
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Big action games usually hil the ground running, but 
quickly become yesterday s news as sequels ore 
introducad Great epic games build in popularity and 
often romem on M besi of H lists for 1 be life of a system 


LOOK FOR 
LASTING APPEAL 

As today’s games become more com¬ 
plex, they’re also becoming more 
expensive Thai's because more mon¬ 
ey is being put into developing games 
that push the limits of the Super NES 



KRI B6 I E- Ever yore okay? 
Tak* care oi your se i 
Her 6 o little boost:. 



Players who buy action gamas usually play them over 
and ovar when they first bring tham homa After the 
initial playing frenzy, lheir intarast usually drops 
sharply, and thay start looking for tha next challanga 

and because complicated games often 
require more chips, which also drives 
their costs up. When you plunk down 
your hard-earned money on a new 


When you compare the play value of an advsnture 
gama such as Secret of Mona lo an action gama. 
which you can usually complete in ont sitting, you 
can see why tho ■dvonturc wins hends-down whan 
it comes to lasting appt al 


game, you want a lot of entertainment 
for your dollar, and that’s just what 
you get with a good adventure game. 
From classic adventures like The 
Legend of Zelda: A Link to the Past 
and Secret of Mana to more action- 
oriented games such as Super 
Mctroid, players are finding the 
games to have lasting appeal. 




ELL1NG? 


LihHLON bUbltb 


Using a mulb-playor adaptor, throe paopla can teem 
up to toko on the sundry baddies in Sacrat of Mana 


PGa may be king in Japan, 
but games that combine 
action with role-playing 
appeal more to players m the U.S. and 
Canada. Square Soft hit on a winning 
combination with Secret of Mana, an 
involving adventure with lasting 
appeal. The wide variety of places lo 
visit, items to find and secrets to 
uncover, as well as the many innova¬ 
tive weapons and tools that the char¬ 
acters use, help sustain player 



Secret of Mona's many options ara easily accessible 
and simple tg use, which speods up play Circular 
memos are one of Uia gama s innovative feoturas. 

interest. The game also broke new 
ground by including a multiple-play¬ 
er option that lets up to three people 
play cooperatively using one of the 
multi-player adapters now on the 
market. The option is a big plus for 
players. 
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Jobbvi wock 


gets whocketff 


MANA MANIA 


he beginning of the story is 
told in the opening scenes of 
Secret of Mana, and details 
unfold gradually as players discover 
people and places that hold clues that 
they can piece together to solve one 
of the game's many mysteries. The 
sense of discovery is one of the ele¬ 
ments that make adventures like this 
one so enthralling. As players are 
drawn deeper into the mystery, they 


Cannon? We've seen many 
modes of travel used in 
adventure games, but Secret of Mana 
introduces a couple of types that 
players won’t find offered by their 
local travel agents. Aside from the 
Cannon Travel Service, which will 
cheerfully blast travelers to nearby 
islands, they’ll also come to com¬ 
mand a white dinosaur named 
Flammic that will fly them to any 
location they desire. 

It's easy for players to have 
friends join them m Secret of Mana, 


Csnnon Travel is an option for thr> adventurous trav 
eler in Secrel of Mane, bul it's not the only way lo fly 
Give it • lry—Ht s a blast! 


feci compelled to look just a little 
bit further—who knows what's 
behind the next door, beyond the 
next bridge or buried in the next 
cavern 

And there are lots of places to 
look for clues The world of Mana 
might seem small to start with, 
but as players solve the problems 
plaguing places such as Pandora 
and Gaia's Navel, they'll open up 
a vast new region that they must 
journey to by way of Cannon 


Fhe trio of travelers will leirn to use 
lots of different mapic spells «s they 
journey to foreign lands They II have 
lo discovor which spells work on 
which enemies, because sometimes 
only magic will prevail 


too. In the solo mode, a player can control 
any of the three characters after the girl 
and the sprite have joined the boy. In muN 


The twimheeded Jebberwocky is a good 
example of the kinds of challenges the travel¬ 
ers will encounler m this epic adventure 


SQUARE SOFT'S SET FOR ADVENTURE 



omc software companies 
publish many kinds of 
games, but others, like 
Square Soft, concentrate on one 
genre. Although Square produced 
Rad Racer 2 back in 1990, it now 
focuses exclusively on RPGs and 
adventures In Japan, the Final 
Fantasy scries has been highly suc¬ 
cessful and competes hcad-to-head 
with the ultra-hot Dragon Warrior 
games. By concentrating on making 
the best adventures and RPGs possi¬ 
ble. Square keeps coming up with the 
winning formula—and it keeps play¬ 
ers looking for games that bear its 
logo 
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KING'S KNIGHT 

NES OCT 89 

FINAL FANTASY 

NES AUG ’90 

RAD RACER 2 

NES JUNE ‘90 

FINAL FANTASY 
LEGEND 

GAME BOY SEPT 90 
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I FINAL FANTASY: 
MYSTIC QUEST 

SUPER NES NOV 92 


D**r 

Is uck«4 by 




I 


* 


FINAL FANTASY 

SUPER NES NOV '91 

FINAL FANTASY 
ADVENTURE 

GAME BOY OCT. '91 

FINAL FANTASY 
LEGEND II 

GAME BOY OCT '91 


I 


FINAL FANTASY 
LEGEND III 

GAME BOY AUG.'93 

SECRET OF MANA 

SUPER NES OCT. '93 
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Tha quest begins on a tropical island but continues 
to a desert region, a sunkrn city * froz* n forest and 
then to 8 fortress flying in the sky 


tiple- player mode, a second and third 
player can join in or leave at any 
time, even in mid-game, by simply 
plugging in or unplugging additional 
controllers Having other people con¬ 
trolling the other characters can be a 
real plus when the party meets up 
with a major enemy 1 

Secret of Mana is so vast that next 
month we'll begin a three part series 
“The Days of Mana " Gain valuable 
insights into the game through 
reprints of the heroes' journey 
through the amazing World ot Mana 


I BREATH OF FIRE 

SUPER NES JULY 94 



FINAL FANTASY 

SUPER NES FALL 94 

Final Fantosy III is known as Final Fantasy 
VI in japan, where players stood in long 
Imasto gat tha ir copies 




H ru you up for adventure? Take the Secret of Mana 
challenge! Get it Play it Finish it! Find the atisweis 
to the ten questions listed below, then send yqui 
answers on a 3 V by 5’’ card to the address provided below—- 
and do it by July 31. WeTi draw 50 winners from among all 
of the cards we receive that have the right answers to the 
questions. Winners will receive 10 Super Power Stamps to 
spend on the Super Power Club merchandise of their choice. 
What a deal 1 \ ' 

1. WHO GIVES YOU THE MIOGE MALLET? 

2. WHO IS HOLOING SANTA CLAUS PRISONER? 

3. WHO GIVES YOU THE FLAMMIE ORUM? 

4. WHAT MAGIC WORKS ON THE CRYSTAL ORB IN 
THE MOON PALACE? 

5. WHICH ENEMY MUST YOU OEFEAT TO GET 
LUMINA MAGIC? 

6. HOW MANY GOLO PIECES 00 YOU EARN BY 
OEFEATING HYORA? K 

7. WHAT 010 THE BOY EARN BY OEFEATING HIS 
OOUBLE? 

8. WHO SELLS THE VEST GUARO? 

9. IN WHICH TOWN OR CITY 00 YOU MEET THE 
KETTLE KIN? [V 

10.WH0 IS THE BOY'S MOTHER? 


NINTENOO POWER 
SECRET OF MANA 
SECRETS 

PO BOX 97041 
REDMOND, WA 98073-9741 


Louk (or Squara Soft s latest mstallmant in the Final 
Fantasy serras this fall it s batn a hugo hit in Japanl 
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From A^ent #712 

Sound Test 

One of the strongest features of Super Empire Strikes Back 
in the excellent sound effect and music You can sample 
aU of the different sounds with this tricky code from Agent 
#712 Normally, you would enter special codes on the 
Title Screen, but you must enter this code while you arc 
playing the game. When you’re on any of the side¬ 
scrolling stages, press and hold (in this order) the A, B, X, 
and Y Buttons. While holding these buttons, press the cen¬ 
ter of the direction pad and hit Start. If you enter the code 
correctly, the Sound Test screen will appear 
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Slort o new gams and begin pleying In this order. press and hold the A, B. 
iwy side scrolling stige * X and Y Buttons 
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Select the sounds by pressing 
Loft/Right; press A twice to hear them 


Press on d hold the center of the 
Control Ped, then press Sturt 

Change Intro 

This strange trick will let you play with the words that 
scroll by during the Intro Screen. When the Menu Screen 
first appears, press the Y Button four times. If you hear 
Darth Vader say, "Impressive,” press the Start Button. 
Wait for the Star Wars logo to fade, then use the Control 
Pad and the L and R Buttons to rotate or scroll the mtro- 
duUion You will also be able to move the Star 
Destroyer around the screen. 

NINTENDO POWER ’ 



On the Menu Screen, press Y four 
times then press Start. 


Use lhc Control Pad ond the L end R 
Buttons to pity with the introduction 



From A^ent #459 

The Extra Mode 

The Extra Mode of Rocky Rodent will allow you to alter 
some of the different options in the game On the Title 
Screen, press the Start Button. As Rocky begins running 
across the screen, press Y, A, R, A, B, then A If you 
enter the code correctly, you will hear a tune and you 
will be taken to the Extra Mode Screen Use the Control 
Pad to change the different elements of the game. You 
can adjust the number of Continues, the sound and your 
button configuration 

When the game begins, press Y, A, R, 
A, B, then A. 




Atlho Title Screen, press Start to 
begin u newQeme 


When Rocky runs ecross iho scram 
press Y, A. R. A. B. then A 



If you enter th* code quickly, the Extra You cor adjustthe buttons and increase 
Mode will appear your Continues from this screen 
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Shot Percentage 


Each player in Ihe game shoots better from different 
spots on the court. Use this code to help discover 
each players strengths and weaknesses Start a new 
game, enter your initials, and select any team that you 
want. When the Team Match-up screen appears, tap any 
button once, then hold Down, B and A until the tip-off 
If you enter the code correctly, "Shot Display % 
Activated,’’ should appear on the screen. The shot's 
chance of hitting will appear in the bottom corner of the 
screen, whenever you shoot the ball A percentage won’t 
be shown tf you Jam the ball. 


^From AqtNT #824 

More Special Guests 

All kinds of codes have been rolling in for NBA Jam. 
Our agenls have discovered four more characters to add 
to your code books, so enter the following initials and 
check oul these codes! You can use any of these charac¬ 
ters with any of the teams, or set up an enure game wtth 
only special players. When you start a new game, enter 
the initials for your character, leaving the last letter 
blinking Enter the corresponding code to enter the last 
letter and begin playing. 


On thi loam Match upScraan.tapany After tha up off. your shot's chances of 
button once than hold Down, A and B hitting will appear m the bottom comar 

On Fire 

If you htt three shots in a row without the other team scor¬ 
ing. you will become, "On Fire/’ utntl the other team 
scores. When you are On Fire you have unlimited turbo 
power, a better chance of hitting shots, and you can’t be 
caught goal tending. Use this code to be permanently On 
Fire from the start of the game After you select your team, 
wait for the Tonight's Match-up Screen to appear, tap any 
button seven limes then hold Up, B and Y until the tip-off. 

At “Tonight’s Match-up,” Tap any but¬ 
ton seven times then hold Up, B and Y 
until the tip-off. 


Emei the Imiidli. UW. having ths Iasi Press and hold R, Start, then A 10 play 
spaci blank and flashing asWarranMoon 


Entirthfc Irntola DIS. lanvmg the last 
latter flushing 


Prdss n nd hold L SUrt. than A to play 
as P Funk 


Entartha Initials MJT laavingtho last Press and hold R. Start, than A to play 
latter flashing as MarkTunnall 


Start a new gums and salad any 
laamyoo want. 


Attha Tonights Match up Scrsen.lap 
any button savin times, than hold 
Up. B and Y 


J7 


Hold ihfc buttons until tha tip-off. and You wit have unlimited (urbo power 
Entei thr Inmats DB I* avmg the lust Press and hold l. Start, than X to play Power Up Firs will appear in tha hot and a batter cbenca of hitting your 

specs blank end flashing esEncKuby two corner shots 
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H From AqtNT #125 

Mission Select 


Normally, winning battles tn Super Conflict will allow 
players to access the later stages of the war. With this 
code, you can access any battle from the very beginning 
of the game When you arc on the scenario map (with the 
jeep), hold the L and B Buttons, then the X and Y 
Buttons While you arc holding all these buttons release 
the X Button, then hold it again. Release all of the but¬ 
tons. then move the jeep up to the unlit area. Press the L 
and B Buttons to Itght the new area 



Go to the Option Screen, hiflhlrghi the If you hoar o tons you will have nine 
Rest Option, tbon onttr the codo txtrt Continues 









% 






Normally, you must win each batde On the scenario mep, hold L ond B. 

before you ccn movo onward in the then X and Y. too 

wtr 



While holding oil the buttons, release Move to the unlit aroa end press L end 
X a nd hold it egam Now rataese all B to light it up 
the buttons 


BATMAN 

RETURNS 


From Accent #402 

Extra Continues 

Agent #402 has sem tn a code that will allow you to start 
the game with nine Continues tnstead of the normal 
three When you get ready to begin a new game, go to 
the Option Screen and highltght the Rest Optton. On 
Controller H press Up, X, Left, Y, Down, B, Right, A, 
Up and X If you enter the code correctly, you wtll hear 
a tone. Extt the Option Screen and begin playtng When 
the game is over, the extra Conttnues wtll appear on the 
Continue Screen. 


From Aqent #925 

Battle Onward 

Making it all the way through Street Combat wtth a 
limited number of Conttnues can prove difficult for 
even the best players. You can get 50 extra credtts 
when you use thts code, improving your chances of fin¬ 
ishing the game When the Title Screen appears, select 
the Option Mode and press Start On the Option 
Screen, highlight the Credit Option and press Select 10 
times When you return to the game, your credits will 
increase to 50 

On the Option Screen, highlight 
Credits and press Select 10 times. 



Normally, you will only have live On the Title Screen select Options and 

Continues to finish the game press the Sturt Button 



Highlight the Credits Option and press 
Select 10 times 


Whan you bfigm playing you will havo 
50 credits to help finish the gome 


4 




| 



58 


NINTENDO POWER 







































A A 

r~ 


• % 


9 




V. 


^ I 


4 * 


I K 




From Accent #859 

X~tra Mega Men 

Having trouble making it through Mega Man X? Try this 
great trick to head into battle with a full complement of 
Mega Men After you have completed the first area, 
select the Armored Armadillo Stage When you first 
enter the stage, work your way to the right, start the cart 
moving, and jump off. Continue walking to the right, 
stopping when you find a Fat Bat hanging from the ceil¬ 
ing When you shoot the bat, a Power-Up will appear 
and most of the time it will be a 1-Up Walk to the left, 
then return back to the Bat You can continue to shoot it 
until you build up nine extra lives. If you continue 
through the stage and defeat the Armored Armadillo, 
you can return to this stage whenever you need to After 
you use this Power-up trick, you can use the Escape U 
weapon to exit the completed stage! 



From Accent #691 

Cheat Mode 

Jurassic Park, by Ocean, brings all of the adventure and 
danger of the movie to your Game Boy. the problem ts 
most players will have trouble finishing this challenging 
game. Agent #691 has discovered a special Cheat Mode 
that will allow you to skip to any stage of the game. 
When the Title Screen fades and the T-Rex opens his 
mouth, press Up, Down, Left. Up. Down, Right, and 
Select. Repeat the whole sequence a second time, then 
press Start to begin the game Anytime during the game, 
press and hold Start, then press Select to skip to the next 
area of the game. If a game has multiple areas, you will 
have to press Start and Select again to exit the stage. 

When the *FRex appears, press Up, 
Down, Left, Up, Down, Right and 
Select. Repeat then press Start. 


© 


L 


Aftor you havo finished the introduc- Work your way to the nqht pest the 
tion slagt, enttr the Armored onemios, stopping when you see t Fal 

Armadillo stogt Bet 




* jmh. T 

When tho T flex appears on the Title After ontonng lhc codo. begin ploying 
ScfR*n enter the code abov» the g*ima os normal 
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Shoot the 8tt, collect tho 1 Up then Whonyou rtlumtolht nghtth® 8^1 
walk a little wtys back to tho left is bock, ond so is the 1 Up! 


PrebS ami Hold Sur, 'm paube the 
game, then press Soled to skip tho 
stage 


Continue skipping stages to get to lho 
stage you went to play 


SECRET AGENTS WANTED 


A popular activity among Nintendo game 
players is developing tips and strategies. If 
you would like to share your own special tips 
with us. send them in! Choose your own 
three-digit agent number and be sure to 
include it with your codes. 


Our Address is 
Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 



I ' - 


f 


VOUJME 61 .59 











































































HOW tXMLO 4ATOt£ 
«l*VrVt THAT 

tLAarr 


tAM tit! 




FINAL BATTLE 



r» KFtnr 
«y 

rcv&r swr?/ 


W GALAXY 6 
GUUWAH 
HAS 

RETURNED” 


SAMUS P6fO*f >CU 


StTUri TO -*11 L c A 


iHAJi v^[ OuP ff-TT 

l a¥ &rwr^A*rnf*w 


*W WUST 

OttCflfllWl ON T>« 
IW7l£ V*i HO l 1ST 
>CUN «MD IrtAVa 
WUH THf nlcw-*fl5 
Cf THE M£TS *p 
twcHUt*e. 


the *«<:£ wre« 

iiAvt u<jp cumihg 
recmiaix ' ioexw theui 
WMIE& TI€V ME mo*£ KHrtAFl*. 
THAN r<J-CCE iUP WE PO *OT 
►■NOW HW 6ff£CTMZ IH6 
KW.< BOMF IlBfATMCNJ IS 


THANK? WC\L 
WEFT AGAIN 
(7LO A OP 


Gt* 

fiAAUS 


THE Rl TllFtf OF 
THE 6A_W# 

i r. « 

W« HAltXtf 










































QUIET 

OJ BUUflEKlNG 
\PiOX> 


SH£LL H£M>' Y3U JUFT 
WMT tN 1 l'_ fiaMUS .V,lN GIT' 
JWii 1 -y shet_i r**n 


r lav 


««IH. CMC HAF WSN 
TIC BAIT ANC AWHES 
INTD CTIff 1*1*’ 


Tturt 


y\ 

ItSkf G 


h -? iatwg a i 

Ut£ ux£ rw&rs 


Timer 

ME 


H6V 

WurRE SOU 

sorter 


nwtf/ 


VWCTTE £ IHT 

mi7H£/t SfiAtNt 


LET IK HAdc* ID 
P*tS6 H£* THE NtWS 


AWN& 
Cf'MK£T£ 
*c»- ocnort/ 


utrf 

vsHirp 

wuni 




3T “tO 
ft wit 

r- S 3 

TV- C« 


WTXUPfK 
ALAXA 1 / ^MUS 
/»U*£ II 


*i \ mi>iw rout* 


t or mi m o 



































































AK«f VF»/ 


»oraf* 


eKTVtrtG, 


TACTIC#. KCTHSAT 



LOC*/ 7>*iYRE 
MOWING 


SSS?' 


UK£ 
Who . v 

<HAS* 

fomti 

S‘V3ULC*T' 


goow 'Mrnr 

O car m 


CAKBf 


M ''>W*+' 


IVLIVS41 17 



























MfHMf 
TO 9 li 
INTERLOPER? 


rmr* r*£ 

MCHUNO. HC%V 
COK-P II S£1 
-i? Hati 


HOUSTON! 


‘WV 


IN 

s Apes/" 


SwW 1 •' 

ve** 


IW/Wftf *« 








































W« Wl 

r/n jw- 

MttMmNGt 


t£f • GEI #uT <JF HE*E 

twe Brmnt rtMCT 
ic . gonna n * w / 


AfAir TV€ HMCHUNG , 4«li 


WW HCW MVUT >CU V.V X Wl/*K 
T&SETHEA AND MAKE THE rtfST OF f>E 
GiUW FOU £V£*VOKFt 


I :«*AV if THOUGHT 176 

rttcww'rt It me fUE 


























FLASHBACK 

HOW DO I GET TO THE UPPER LEDGE AT THE 
BEGINNING OF NEW WASHINGTON? 




v_ 


Todd Buechele 


J umping to the upper ledges at 
the start of the second stage is 
easier than it first appears to 
be If you stand at the edge of the 
ledge and press Up to jump and the Y 



If you stend near the edge of the ledge and try to 
Jump by pressing Up. you won't mtkt ft 


Button to grab, you won’t make u 
Instead, stand next to the wall facing 
left Hold the Y Button down and tap 
Left on the Control Pad once. You’ll 
begin to run, and, if you keep the Y 



Slart next 10 the well end face to the left Hold the Y 
Button down end tap Left to begin running 


Button down, your character will 
automatically leap when he reaches 
the edge He'll easily reach the ledge 
above Try using the maneuver in 
other areas of the game, too. 



Your character will run to lh» Left If you continue to 
hold Y, he'll jump when he reaches the edge 


T he Elevators in Stage 3 are 
unlike any others you find in 
the game The lifts in this 
stage look like beveled glass plates 
They have purple lines along their 
lower edges and are marked with 
green insignias on their left sides. 
You must stand behind the glass, hold 
the Y Button, and press Up or Down 
to operate them, but you can’t use 
them until you clear each floor of all 
its enemies. 
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Unlike the Electors in the first stages, which were 
marked with stripes, the ones in this sug* are glass 
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Stand behind thcgless plates hold Y end press Up or 
Down on the Control Pedto opurele the Elevetors 
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HOW DO I DEFEAT THE PENKINOS? 



T he Penkinos art the group ot 
inflated magicians that you II 
encounter in the second Stage 
of Akrylhc Island They float around, 
dropping deadly stars on the Plokster 


from above. To attack, strike the mr 
get directly under one of the blobs to 
send spikes shooting out to puncture 
it When it deflates and falls, quickly 
shoot it before it inflates and floats 


back up Each time you hit one of the 
Penkinos, it starts moving faster and 
dropping more stars, so attack them 
one at a time That way. you’ll have to 
handle only one fast-mover at a time 





The Penkinos on Akryllic Island float overhead and 
drop sharp star bombs dawn on Pick 


When one of the magicians gets dost, hit the target 
below n to sand sprkas shooting out. 


The spikes will deflate ihe Pankmo Hit n while it s on 
the ground before it can float back up 


7 
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HOW DO I DEFEAT THE WOMACK SPIDER? 


T he Womack Spider hangs out 
in the sixth stage of Akryllic 
Island It will begin spitting 
green ooze at you when you attack it 
The more you hit, the more it spits 
To defeat it, you musi knock all of its 
legs off Wait tor it to drop down low 
to the ground, then jump and shoot 
You’ll know you’re scoring hits when 
you see the green slime fly It’ll take 
12-14 hits to knock all its legs off and 
defeat it for good 



Aft-ir tha first two hits lha Womack Spider s leas 
be came vulnerable to your nttacks 



Wart until the spidordips down on rtswab, then lump 
and shoot. Make tha green slima flyl 



HOW DO I DEFEAT ROCKYFELLA? | ? | 



ockyTella pops his fists up 
out of the ground before his 
head emerges. Stand directly 


in the center of the screen to avoid 
ihe fisis that come up on the right and 
left. Just before his head finally 


appears, stand on the left side of the 
screen and fire to the nght to score 
some early hits 



Stand in the center of the screen between Ihe two 
fists that n$« out o! the ground 



Stand on the left and fire to the right as Rockyfelle s 
hoad emarges to send it back under ground 



Get ready—he II com« back out with another two 
fisted attack Firt ai the hands some more 
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ZODA'S REVENGE ™ s o 


STAR 


©PICSII 


HOW DO I GET THROUGH CHAPTER 3? 


Mark Simhns 


Find your way through Chapter 3 using this map of the Monkey Maze 


Exit 


Step onto any of the plat¬ 
forms to view a small 
section of the maze. 


Defeat the enemies at the 
two places marked "X” 


Be sure to ptck up the 
Heart Container to 
increase your life meter. 


Entrance 




HOWDO I GET OUT OF THE PYRAMID? I 



N ear the end of the Pyramid, 
you'll end up in an area that 
loops and seems to have no 
exit When you reach this point. 


you’ll need ro use the Magic Flute 
Go to the room where the tiles on the 
floor form the shape of a snake. Stand 
before the tiles and play the Magic 


Flute Your music will entice four 
large snakes to emerge from the wall 
on the lett. When you defeat all four, 
a hidden passage will appear. 



Go to the room where ihe floor ules are arranged in 
the shop# of t snake Pity the Magic Rutc there 
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Tha music from your Flute will cause four large 
snakes to slithar out from th* wall on the left. 



When you detaai alt four of Ihe snakes, e hidden 
pessaga leading to «n exit will show up 
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A RUNES OF VIRTUE 



L ook into the room?* on the oth¬ 
er sides of the walls, then 
walk to the moving teleporters 
on the right. Stand a half space below 
where the third teleporter from the 
lett appears and watch the pattern m 
which the teleporters show up. Just 
before the third teleporter appears, 
press Up on the Control Pad to reach 
the upper teleporters From there, 
walk down out of range to the Chest 
with the Heart Key 



Stend half a space below where the third teleporter 
appears Press Up just before it shows up 


Jf 

!■» 

h 




iP® 

rY i rrr 

r<’.» 

i' r wj7 nm. 


From the upper teleporters, welk down out of range 
before the third tcleportor eppeers 


? I HOW DO I FIND THE SNAKE SHIELD? I ? 


S hove the rock to the upper 
right and flip the teleporter 
switch. You’ll transport to a 
room where you'll Find the Star Key. 
Return and push the rock to the lower 
right area. Transport from there to the 


area where the four teleport arrows 
with the four buttons are. Press the 
huttons so the top arrow points down, 
the right arrow points to the right, the 
bottom arrow points left and the left 
arrow potnts up. Now the teleport 


arrow in the upper left area will be 
pointing down, so you'll be able to 
transport to the area where the Star 
Door is. Open the Star Door to pick 
up the Snake Shield, then drop down 
the pit to the next floor 



Push the rock over to the upper nght, then teleport to 
the room with the Chest that holds the Stor Key 



Press the buttons so thet the arrows ere pointing in 
the directions shown in the photo above 



Teleport to the eroa whore the Siar Door is, then 
open the door to find the Snako Shield 


STUCK IN A RUT? NINTENDO'S PROS CAN HELP YOU OUT 



WRITE TO: 

Counselors’ Corner 
P.O. Box 97033 
Redmond, WA 
98073-9733 

CALL: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon.-Sat., 4.00 a.m. 
to Midnisht and Sun, 
6.00 a.m to 7:00 p.m. 
Pacific time. 
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S o you think you're good'' Well, let s see what you’ve got. can show them to the world* Don’t forget to put your name 

Send in all of your best scores and achievements so we and address on the photo, or we won't know who you are. 



HALLENGE 



What is the biggest blowout you 
can score in a one-player game? 



fake a shoi ol [he 
Stat Screen al the 
end of tho game 


KIRBY’S PINBALL LAND 


What is your lowest score w hen 
you beat King Dedcde? 



Tiy to make as few 
points as poss ble 


METAL COMBAT 


What is the highest Final Ranking .. 
you can earn? 



BONK’S ADVENTURE 


How high of a score can you rack 
up in this caveman adventure? 


Hit evuryihing you 
can to really incitasa 
your score 




THE SEVENTH SAGA 


How fast can you make it to the 
end of the game? 


l us o photo ol 
I psi hushing 


JEOPARDY 
DELUXE EDITION 


How much money can you make 
in a single game? 


Bp surt to usr youi 
Daily Doubles to make 
big bucks 





SUPER POWER CLUB CHALLENGE 


t 



The top 25 players that best meet the monthly challenge 
will be awarded 4 Super Power Stamps for use towards the 
purchase of Super Power Supplies. Send all eligible 
entries to the address at right. The entries must 
include: Name, address and Membership Number of the 
player on the back of a photograph of the completed chal¬ 
lenge (which includes the system in the photo). All 
entries must be received by June 30. 1994 
Winners will be printed in a future issue of Nintendo Power 
and will be notified by mail. AH scores printed arc 
decided by Nintendo Power Staff. All decisions are final. 


KEN GRIFFEY JR, 
PRESENTS MLB 


How many balls can you drive over 
the fence in the Home Run Dcrbv? 



a Pick youi favDiitc bittei 
and sun swmflingl 
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POWER PLAYERS 


STAR FOX 

w - 

Lowest finishing scores. 


Douglas S^perku 

4,700 1 

Philadelphia, PA 


Drew Willeoxon 

5,400 

Lithonia, GA 


John Mac Kay 

6,100 

Douglas, KS 


Nathan Bowerman 

6,200 

Cedarville, AR 


C.J. Nemec 

6,600 

Mckees Rocks, PA 


Tim Gertsch 

7,200 

Goose Creek, SC 


Mike Gihrdina 

7,400 

Springfield, VA 


Enc Churchill 

7.700 

Lenexa, KS 


l orn Adams 

7.800 

Pelham, NH 


Ethan Martin 

g.000 

■ 

Wayne, NJ 

_i 


DR. MARIO I 

Highest Scores. 

>< 

Mane Lloyd 

3.388,200 

Peggy Wiebush 

Grey Forest, TX 

2,561,000 

Dorothy Sommers 
Miami Beach, FL 

2,191,700 

Glen Hill 

1,829,200 

Rockland, ME 


Penelope Sue Muff 
Claremont, CA 

1.223,800 

Jennifer Seiden 
Roscoe, NY 

1,240,500 

— 


YOSH1 1 

Best Scores. 


Craig Patik 

8,025 

Toledo. OH 


Jason Burwick 

7,565 

York, PA 


Justin Etzkom 

1.655 

Victoria. BC 

— 



R.C. PRO-AM 


Most trophies won. 


Robbie Stevens 

Patterson. NJ 

48 

Rick Conklin 

Pine Bush. NY 

24 

Mark George & 

David Turnbull 

Pickenng. CA 

_ 

18 


TETRIS 2 


Highest Scores. 


Debbie Vasilinda 
Bellingham. WA 

447.230 ( 

Robin Ramsey 
Edmonds, WA 

425,150 

Jason Earls 

Hamburg, NJ 

416,570 

Maureen & 

Charles Bates 

Henderson, NV 

227,030 

David Legg 

Kanata, ON 

105,400 

Jack Wiley 

Chicago, IL 

100.930 


DISNEY’S ALADDIN 


Finished the game with the most 
red gems. 


Kyle Friske 

Greenwood. W1 

Rich Rogers 61 

Benscnvilie, IL 

Ruth Claus 60 

Tinlry Park, IL 

Chris Honey 58 

Brooklyn Center, NY 
Michael Gross 57 

Patcho Sue, NY 

Parker Lee Mott 53 

Winter Garden, FL 
Reuben Uy 46 

Houston, TX 


GOLF 

1 

Lowest Scores. 

M 

Scott Looker 

•24 j 

Denmark. Wl 

Mark Hamel 

-18 

Sarasota, FL 

Bob Feldman 

-17 

Corvallis, OR 

J 


FINAL FANTASY 1 

Finished game with four white f 

wizards. 


Matt Yoho 

Finished 

Pilot, VA 


Roy Bocton 

Finished 

Oscoda, Ml 


Steven A. Gaines 

Finished 

Wainscott, NY 




I CAN BEAT THAT SCORE! 

Send us your name and nddress with a photo of your 
accomplishment! To take a photo of an NES or Super 
NES game, use a 35mm camera without a flash. Turn out 
the lights in the room, hold the camera steady and shoot 
your best shot 1 To take a Game Boy photo, place your 
Game Boy on a flat surface, then take your photo using 
natural light Make sure the system is included in your 
photo Nintendo is not responsible for lost or 
late mail. All scores printed are decided by the 
Nintendo Power staff. All decisions are final Send to 
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out all of these great fea 
lures on your Super 
Game Boy' 


m 100STAGES 


Remember the original Donkey Kong when you 
played it in the arcade 7 You would work your way 
through the same four levels over and over again. Not any¬ 
more! The new Donkey Kong starts out like the original, but 
changes very quickly Nearly 100 exciting levels promise players 

hours of fun! 


oo v OiiiiijfjLjii £ m 


It’s a reunion! The characters from 
Donkey Kong have returned to relive 
old times, and now each is a little 
older and wiser. New moves, new 
tricks and new levels bring a great 
look to this new Super Game Boy title! 


mm 


m m&s® 


UPER GAME BOY 

With the release of Super Game Boy, a whole range of new 
possibilities surfaces Donkey Kong is the first Game Boy title to 
take advantage of these exciting changes, adding full color title screens 

and dynamic sound! Check 
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/> SAVE YOUR GAME 


As any experienced game player 
knows, a battery save feature is a big 
advantage in a Game Boy game. Don¬ 
key Kong allows you to save the prog¬ 
ress of three different games You can 
save your game every few levels. 

After you sbvc your game you can 
restart end revisit any area you ve 
_ already completed 


£ BONUS 
SBONUS! 


Although you can save your game 
* progress, collecting extra 1-Ups will help 
you through difficult areas. If you collect all 
of Pauline’s lost items m a level, you can 
earn 1-Ups in the Bonus Game. 


Piulin* baa left a 
trail of her acces¬ 
sories for Meno to 
follow Collect three 
pieces to get to thg 
bonus round. 


You still need to make it to the top of buildings like you did ^ 
in the original Donkey Kong, but this time you’ll also need to 
find a Key to open the Door at the top Successfully getting the Key 
i y n to the Door can pose a problem for the i 
unwary adventurer. 


Gtttino thi Key «<td unlocking lbs Door is tho ab|oct 
tf Men «agi SomiUmea this can be tncky 


Of coursi you still n«id to bwl Oonkty Kang, but 
this rma you get to ihraw the barrel 


DONKEY'S 

HISTORY 


When the Donkey Kong 
coin-op game was first 
released in 1981, it was a phe¬ 
nomenal success, selling over 
65,000 units. Donkey Kong 
Jr. and Donkey Kong 3 
brought the senes’ total sales 
to over 100,000 units. Com¬ 
pare the fact that the ultra hot 
Street Fighter II scries sold 
neatly 50,000, and you eon 
see how big of success Don¬ 
key Kong really was. 


DONKEY KONG 

—ARCADE CLASSICS—* 


the top of * building. Mira 
rashed id the rescue* 












































m CATCH THAT HAMMER 


Because this is a whole new 
game, Mario is ready to 
combat this monkey with an 
entirely new arsenal of 
moves. You had better study 
up before you try to save 
Pauline, because Donkey 
Kong has some new moves, 
too 1 If all else fails, jump! 


When you grab a Hammer to squash your enemies, 

n you can throw it by pressing the B Button, 

cl imb a ladder, then ya i _ — 

catch it again! 


Instead ol waiting 
fot the Hammer 
to disappear, try 
throwing il—but 
than move out i 
of the way* 1 


The first time he foughl 
Donkey Kong, the slightest 
drop would finish 
Mano off 


MARIO’S 
ANEW MAN! 


After several successful adventures, 

Mario is returning to battle Donkey Kong, 
and he’s a whole new hero Last time he took on 
this big ape his moves were limited, but now Mario 
can do many of the tricks he’s learned from his 
other adventures. Because he’s tougher, he’s able 
to fall from high places without getting hurt 


Because Mano is stronger it is safer 
for him to jump over tho fireball 


This muscle bound hot) is able 
to lift his enemies end 
throw them back at a 

Donkey Kong. 


CHANGE 
SWITCHES 

Later in the game, some of the new levels 
will require you to locate important 
switches. The switches are used for any 
number of things, including opening 
Doors and starting up Elevators 


Ha the correct switch to make missing 
floors appear in important places or to 
clear them out ol your way 


II you re having trouble catching tho Elevators, look 
for a switch You can sometimes cbangi the direction 
elevators travel making it easier to catch • nde. 
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^ You can build ladders and plat¬ 
forms wherever you need them by hitting an 
Arrow Block. The platforms you create will 
only last a few seconds, so you’ll need to 
move quickly to make it over the larger 
gaps Falling off a vanishing ladder is very 
dangerous. 


You can build i ladder of any 
length with en Arrow Block 
bul you only have e few 
seconds to climb it A 


Arrow Block can elso be used 
to build platforms across m 
long S^ps, 


When you hop into 
the water, Mono 
will swim like hi did in some 
of his ether adventures. 


OUTRAGEOU 

ENEMIES 


83 A rutile / 86 NHS 


Many of the enemies are out to get 
Mario, but a few will just mind their 
own business. You can hop on many 
of the enemies’ heads without getti ng 
hurt and use them to gain an extra 
boost up to the higher platforms. 


Soma enemies seem fnendly 
enough but when you grab 
the Hammer watch outf 


Keep moving when this bird 
Hies overhead, w the yolk's 
on wu 


These flowers can'l kaep 
their fronds to themselves. 
Flying seeds can be e pom 


Mano eating fish make 
swimming difficult Stay safe 
and swim away 


DONKEY KONG 3 
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% MAKING LADDERS 


The only way through this stage is to swim tou 

move slowly whsn you're under water so 
evoid the fish 


Oonkey Kong s artillery has 
Mano in its sights. One hit 
and he s toast 


It wi mayhem m the Greenhouse 1 
Donkey Kong was I#om end only 
Mano could catch him, 
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SWIMMING 


Some of the levels will require you to 
swim under water Mario is able to hold ins breath as 
long as he needs to, but he moves very slowly in the water 


Witch out tor the nuts that lall wh*i the Giant 
Squirrel hit* Ov* tr« Uu tho nuts to hit the Boss. 




























%u can cross over tha anemias Jump to the Door with 
by grabbing ento thi tha K»y when you'r* 
poww line moving to tha right 


Mario follows Donkey Kong into the dark forest. Behind 
every tree lies a new enemy waiting to nab Mario, making 
his job even tougher. You’ll need to trip all of the switches 
a um m i m a a correctly or the elevators and door- 
MMSf ways won’t work. If they don’t 

work, you’re trapped' 


—WMWVVVW 


Flipping th» corract switch 
to tha right mil make the 
mining floors appear 


%ur jumps will bs shorta when you'ra 
carrying the Key Land en tha spnng 
board to maka it to tha otha aids. 


Most Donkey Kong fans 
will recognize the first 
four levels of this game, 
but as soon as they rescue 
the fair maiden, they’ll 
find themselves in unfa¬ 
miliar territory. With 
loads of new areas to 
master, there are plenty 
of challenges ahead. 


MARIO’S ON THE TOWN (1) 


Getting the Key to the Door 
in Stage 1 doesn’t look very tough, but 
getting to the Key is dangerous. Sev¬ 
eral enemies are out to stop Mario, 
including the garbage can! 


MARIO’S 
ON THE TOWN (2) 

The Key and the Door in Stage 2 are next to each other in the top right 
comer, but getting to them is tricky. It won’t take Mario long to notice 
that there isn’t any ladder leading up to the Door! Build ladders and 
platforms by using the special items located 
around the level. After you hit the Arrow 
Blocks, you can place the ladder anywhere 

you need it. The _ _ 

Blocks only work 1 * 

for a short while, so 
climb quickly. 


Use the second Arrow 
Block to build e ladder 
going back down the 
right side 


Hit tha first Slock, then build e 
ladder up to thi top platform 
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MARIO HITS THE WATER 


Mario has learned how to swim since his last 
encounter with Donkey Kong. He can hold his 
breath as long as necessary, but he’ll need to hurry 
up to stay away from the biting fish. The extra 

weight of the Key will cause 
|B , _ Mario to sin k, so toss it to stay 

-nr 1 *' afloat 


Throw lha Kgy from plasm 
to platform to root thi wtfir 


VS. DONKEY KONG 


If Mario’s going to beat Donkey 
Kong, he’s got to make it to the top of 
the building without getting hit by 
any of the traps. Can he do it? 


Gl&ai your palh at Winnies 
^ with the trusty 
. Hammer! 


Kong and Donkey 

Kong Jr. tf owed up for thw classic. 
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If Donkey Kong tumps while 
you're climbing a ladder you II 
fall to tha bottom and hit your 
head. 


M\m Dankey Kong jumps all tends jf 
trash falls out of the sky Don’t get hit! 


Mario must work his 
way to the top if he’s 
going to save Pauline, but Don¬ 
key Kong is not going to make it 
easy. Keep jumping when Donkey hits 
the ground, or you’ll be stunned’ 


IV85 NES 


DONKEY KONG JR* 
MATH 


Games can be 

qtmI teaching tools, si Donkey Kong 
Jr, proved with this release. 


'V8S Nth 


DONKEY KONG 

CLASSICS 

























































Put on your thinking caps before making a 
move for Monster Max, a recent multi-lingual 
Game Boy masterpiece resulting from Rare 
and Titus teaming up—it's a tough teaser 
from beginning to endl Whether you’re fac¬ 
ing a menacing monster, searching for a 
solution to a particular room or testing your 
own Control Pad aptitude, there's a myriad 
of Monster Max mysteries to keep you busy 
for hours and hours. *. 


eopyriqhi 1994 ffaro Lid IfccnccdtoTilug Software . 

* 




BIG PUZXKJ ACTION 


Our story begins when Monster Max, our hero and an aspiring 
rock star as well, sets out to overturn the evil Krond. That 
crooked Krond has taken over Max’s once-pleasant planet and banned all 
music! As a contributing member of the Monster music community, this is 
something that Max simply cannot stand for. He immediately enrolls in the 
Mega Hero Training Academy and will have to endure nine rigorous TYaining 

Levels to prepare for the impending conr- 
frontation with Krond. This is where you 
lend a hand—and two thumbs—to help our 
hero restore the right for everyone to 
rejoice in rhythms and reverie. 
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MONSTER MAX 


THREE 

ROOMS 


NINE LEVELS 


v There area total offline Training Levels in 
the Mega Hero Training Academy With 
each level, the challenge becomes progressively 
more difficult. You will encounter many new ene¬ 
mies, obstacles and 
items as go 


On each Level, you will find three doorways lead¬ 
ing to three Rooms Each room has an item you 
need to retrieve in order to receive Credits. There 
arc also other helpful items to find 


Look ol the Mop to ditormmi how 
fir you've climhtd on Ihi Miqq 
H ero (odder of success 


Ask the Computer in the hallway for 
information on the rown a cb|§ctjvfi. 


ELEVATORS 


Once you have completed the objective of 
a room, you will receive the well-deserved 
reward. Extra credits can be earned if you have 
Hearts left when you complete the Room. With 
enough Credits, you can buy a Lift Pass from the 
Elevator Operator and move on to the next Level 


■yl The Play Pen, with its particularly cute 
w wallpaper, is the perfect place to practice 
your magical Monster moves. A few of the impor¬ 
tant lessons to focus on are learning how to mani¬ 
pulate Blocks, and picking up and using various 
items. 


MISSION CORFLETE 


l his game failures a three- 
▼ quarter perspective, which 
gives the illusion of three dimen¬ 
sions. Once you get used to the view, 
the control becomes much easier. 



















Q It appears that a simple 
hop, skip and jump will get 
you to the door and the gold 
that lies beyond. 


y Anyone standing on the 
floor when it is flashing 
will surely be fried' Plan 
your strategy carefully. 


Beware-not ell of m 1 
tfce platforms an ~ 

wlidl One falsa move end you II miss 
your chence to mp a handsome reward 


EASY 

MEDIUM 

HARD 


SHIFTING 

FLOORS 


Af The stationary Blocks will 
V hurt you, but the moving 
ones won’t When the timing 
is right, ride 


(&./ Time your leap onto the 
\7 moving Box md ride 
safely across the electnc floors. 


BONES 


/ BOMB THE BRAIN 

^ Place a Bomb near the Brain’s Blocks to 
bring it down to your level, then place 
another near the Brain to finish it off! 


Be sure to pick up the 
Lightning Bolt in the pre- 

■ viousroom It 

the speed you 
need to run 


After you check out the Play Pen, hop 
on the elevator to et to Level Oik- At 
the befienmr of each level, there are 
three room, to choose from. Take the 
far left door to enter Room One. Th. 
helpful rhyme there r*ads “In the 
forest deep, seek and find, destroy 
F Jut, the Binary Mind.” 

It’s an insane Brain that 
u your bate! ■ _, _ ■ 

















ONSTER MAX 


Use the Duck to Hop into the 
gap for the Power Ring Now 
you can get the Map 


EXPLODING BOXES S3 


/ Fancy footwork is required to make it past 
f this room. The Blocks explode under your 
feet if you stand on them long. If at first you 
don’t succeed, exit the room to reset the Blocks 


ROBOs 


gfcV You can control the 
\y direction the Robot 
moves by pushing on the 
pillar Position him perfectly 
then push the Rainbow 
Block on his head 


You miy choo.„ .ny combination 
of Rooms to collect enough credits 
and move on to the next Level 
Below are some helpful hints for 
Room Three. Thecluc that leads you 
to the next grueling due) reads, 
“Faces cruel, jeer and twist on mad 
Ewjel, cr se the Alche¬ 
mist” Go to it! 


POWER RING 


Orei you'vi pushed th n Bomb over git ivwy 
Quickly §f you'll bft blown to bits, too! 


UUCP 


figure 


you 


his 


out 


system 


m 


Ghuut 


wnik 


trau 


YOU 


bounce 


9wiy 


cn 




BU DING BLOCKS 


Exchange the Bag for the 
J Bombs, then push the Bag 
back out of the way. Place a 
Bomb on the edge of the ledge 
and push it over. 


Its uasy owe you know whai tf do Ar> 

easy Ribot ride is 
need to 
to too door 


j Before this room, 
' make sure that you 
have ditched the Duck and 
picked up the Bag. In front 
of the door, $t ,ck the small¬ 
er Blocks on top of the lar¬ 
ger one to form steps. 


This ghastly little 
Ghoul will attempt to 
trap you and prevent 
you from taking the Trampo¬ 
line H e’s not so tough, though' 
You can out-tnek him 


) 



























ICY 

FLOORS 


WHICH 

WAY? 


/ Watch your step on these 
icy paths. The intersect¬ 
ing Blocks will cause you to 
slip and slide away. 


^ Duck in through tho door 
on the right to collect the 
Lightning Bolt, then contin¬ 
ue on through the left door 


“ Once you step 
onto the Blocks 
you will begin to 
slide Jump at the in 
tersections or you’ll 
fall off 


SWITCHES 


IfcyOnce you run in front of the 
V Robots, they will come forward 
and flip the Switches. 


BLOCK WALL 


^7 There is a false 
brick here Duck 
ind jump against the 
middle Block, second 
from the left, to push 
it through— 


Flip tfn Switehn in thi cornet odr tt move on 


There arc many obstacles to over¬ 
come, but the Flashlight is very 


w- Although you cannot 

see what you are doing, Stv'T 
you can duck into a hidden m a — 
gap in the back of the stack. Once 
inside, break up through the middle of 
the stack, then use the exploding 
Boxes to jump up to the Htart 


Welcome to the precarious passes of 
Level Three! The helpful rhyme this 
time reads, “Flashlight find to be not 
Wind, in icy tunnels to halls ofLiwl/' 
Is it a Light you must locate which 
will aid in your heroic plight? Let’s 
hope the rhyme is right! 


















ELECTRIC 

FLOOR 


II vour timing is just right, 
you'll be able to jump over 
the Creature’s head 


Dfn t firflflt th* Star that's hidden in th? 
com«rt 


SWITCHES 


|£».7 Switch the first right 
\J switch back, then hop on 
the conveyor belts to the next 
set of switches and do the same 
incm thing 


MULTI-MOVES 


3Vy Here’s a room that will 
77 test your fighting abilities 
as well as your problem-solv¬ 
ing skills. 


To reach the Control Box. 
run across the white 
iPocks to cause one to explode 
Push a Rainbow Block into the 
gap so that vou may then push 
the other safely across to form 
steps 


Maneuver to place the 
Block on the Robot’s 
head, then ride* 


Usi th* Scrolls lo tmliatt th* first tntmy 
than suck th* Itainkm Blocks. 


Before Room Three, read along with 
me, because Room Two has a true 
clue for you. “People of Onso gone to 
grouod, the Control Box must be 
found” What can this mean? Are 
your skills quite keen? Pay close 
attention—there’s a nasty inveotiont 
It’s your job to send it to 
a different dimension, 


ME 

n 

i i 


i 


E 


This thumb-l vistin e tmjler doesn’t stop here. 
TUelitir level., to test vour love of lode! Can 

Ther 

JO u 
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1994 Kow Corporation 




With TOO different puzzles to solve 
this gim« will give player hours of 
brain twisting fun 


4s you turn on the kitchen light the sound of 
tiny feet scurrying ocross the floor meets your 
eors. The hoir on the bock of your 

neck stands stoight up os 
the midnight snock you’re 


reaching for crowls off under the sink. It's 
time to take core of this once ond for oil! 
With broom, slippers and sproy con in hond 
you set out to Stop That Roach! 


Stop That Roach, by Koei, is an entertaining puzzle game that is both easy 
to understand and fun to play. The graphics are large and fun to watch, 
with humorous animation sequences shown between each level All of the puzzles 
throughout the game are cleverly done and vary in difficulty, giving players of any skill 
level a challenge Koei has also included a very handy 
Help Option, so players can learn how to best com- 
>lete the puzzles without searching through their in¬ 
struction manuals. 
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ROOM 40 IS GOING TO 
BB A BRBBZB. JUST SNEAK 
UP BEHIND TUIS GUT, AND 
SCARE HIM INTO THE TRAPI 


Because this game bas 100 puzzles with various 
difficulty levels, you’re bound to find a few to get stuck on 
Rather than give up, you can skip forward to one of the uncom¬ 
pleted levels later in the game. If you choose the Level Option 
from the Option Menu, you can move to any of the highlighted 

levels. The levels that 
you’ve completed will 
be marked with a circle, 
and unfinished levels are 
marked with a square. 
You can only look ahead 
to ten unfinished levels at 
a time. But as you finish 
a level, another will be 
available for you to play If 
you skip too many, you 
can’t work ahead! 


If you’ve ever lost the instruction 
manual to a game and later regret¬ 
ted it, then this great feature is just 
for you! If you lose track of what 
you’re doing, or forget how to play 
the game, you can access the spe¬ 
cial Help Menu by pressing the 
Start Button. All of the crucial ele¬ 
ments of the game are described in 
detailed animation. After you learn 
what you need to complete the 
level, you can exit the Menu and 
return to the game by pressing the 
B Button 
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Use the Walk 
Commend to move 
to the top M apple, 
then feci right 




Sirt tfM Rowh Trsp m 
the top lift blocking 
off the passage Use 
thaWalkCommandto 
face up. 




If yut Jump while 
standing in (his 
spot the roach 
below wu will run 
to the bottom comer 


Next ole ftii Broom 
to whack the roach in 
the upper nobl You 
can reach over the 
apple with the broom 


Use the Broom to 
roach ever thi mack 
and squash the 
roach in tha upper 
nght corner 


Use tfw Jump 
Command to sand the 
lower roach scurrying 
down to the bottom 
left comer. 



Walk down two 
stBpi, face the roach 
below you than usa 
tha Broom to hit tha 
second roach. 



Walk down on* stap 
and left ore step 
than face down 
toward tha roach on 

the right 






Set the Trap side¬ 
ways in (he bottom 
laft corner Walk one 
stap nght and throe 
steps down. 



Use tha Broom to 
wheck the spot 
behind tha bottom 
Roach Tha Ro3Ch 
will run into tha Trap 


Walk three stops up 
and twi slope to the 
left Face to tha laft 
when you ora 
finished 



Walk four stops to 
the laft and two 
steps down, so you 
are standing behind 
the Roach 


Use tha Jump 
Command to scare 
tha remaining Roach 
into the Trap, 
finishing tha IwH 
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STOP THAT 
ROACH! 


Check out these game winning strategies when 
you get stuck. These levels are tough, but there are 
many more difficult puzzles to tease your brain! 


Situ it* thi Trip \*tie#lly two spices to ttii 
left of the cerrtir anecks, Immediately use the 
Slipper Commend to tiki out the Roach that 
is poeitioned hetow you when you start This 
will drive the Roach *n the loft towird the 
top of th§ room. 


Piece the Roach Trap in the open spot 
located on the rther aide of thi loft waif Use 
the Walk Command to mwe one space left 
and two spaces down, sc you ere feeing the 
Roich on tha bottom Uii the Jump 
Command to set the Hatches scurrying 


Step up one space end turn left feeing ell of 
the Roiches You ehfluld be posrtioned tvro 
spaces to the fight of the nearest Roach, sc 
you cen use the Spray Can to its full 
potential I! you arv too dose, you'll miss 
some Roaches. KV. 


Use thi Welle Cnnuntnd to stop one speco to 
the left and make sura ywj continue to face 
in that direction Use thi Jump Commend to 
drive (he Roech into the trap end the Roach 
above tt ferthif toward the top of the room 


Usa the Spray Can to finish off the three 
Hooches closest to you Th* reaction horn the 
Spray Con should scare the Roach on the 
other side of the wafl so ha runs up into the 
Trap that you placid earlier. 


Walk up three spates end fica the Roech on 
your right Use tre Slipper to flatten the 
Roach, driving the second Roach toward the 
Trap After you make yxiur last move ell (ha 
remaining Roaches will run into thi Trap 

































































Along with a Sugar NES, this is all you ntad to ploy youi 
Game Boy gamas on your color TV sei een It's o simple 
concept, bul it works Jiku a dream 


Lost month y we gove you o preview ' 

showing what Super Gome Boy is oil obout Not n 
being ones to leove well enough olone, this month I 
we’re going to deive deeper into what exoctty mokes ® 
Super Gome Boy tick. There’s o iot more to it thon 
just slopping o Gome Boy cortridge Into o Super 
h/ NES odoptor. A virtuol bevy of options, ond reolly 
cool options at thot, ore right ot your fingertips. 

We’re Nintendo. Providing you with greot pioy is 
what we do. No thonks ore necessory. just give 
Super Gome Boy o try. We know you’ii like it! 


INSERT ANY GAME BOY 

CARTRIDGE INTO THE SUPER 
k GAME BOY ADAPTOR 


Since Geme Boy was intro- 
duced it 1990, tim qunstioa 

oa ninny minds was “Whim # RT SUPER GAME BOY CARTR 1 R 1 1 

' ’ ‘*PEr N I 


...Thn answer is still: 
“Nintendo has no plans 
to introduen Gnme Boy 
with n color dis* a 
piny," but thn truth j 
is thot Super l|| 

Game Buy is just i of 
as {jond. If not 1 4 

bettor 


With tho introduction of coior and tho tbiiity to ploy them on your TV, c»2s#c 
fiairo Boy titled gain o mw level of wphSsttcation end excitement 



The default Super Game Boy setting is just 
that It's a set ot options that were chosen 
arbitrarily The beauty of it is that you can 
change all of the default settings to whatever 
YOU want to see 1 You can t lose No matter 
what game you are playing, you should be 
able to find a combination of colors that 
enhances the game play experience If any of 
the preset color options or Picture Frames 
don't suit your taste, you can make your own! 
Press the L and R Buttons simultaneously to 
bring up the System Window Press them both 
again to close it 



Him 


DJAyU.UU.0 13 a 

xil HI) 


1 2 3 4 5 



1. COLOR PALETTE 

Srlicimq lhi*> icon allows you lo 
brows* through and select i group of 
colors lo usr lor your gnme 



2 PICTURE FRAME 

Any one of nine custom Piciure 
Frames can be added to your scraon 
lo baautify and enhanci your garni 



3 BUTTON SETTING 

You can raarranqe thr game funcuons 
that correspond lo tho Buttons on your 
Super NES Conirolltr 



4. CUSTOM COLOR 

To dial in s color or sol of colors so 
youi game scruan looks "jusi right,' 
choosa this icon 



5. GRAFFITI 

You con easily creata your own cu$ 
lorn Picture Frama with tha tools and 
colors that an providid 
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TRADING GO FOR SHOW 1 


Using Soper Game Boy. you give up the ability »o “Take It 
Anywhere,’‘"but the trade-off is often worth it. The benefit is 
being able to play your Game Boy games in u new way. And 
besides, you can still use your Game Boy when you’re on the go. 


OarlcwttvjDuck.inhw 
Gnmu Boy arivtnturo, 
gets viwd when 
hooked into Supnr 
GnmoBoy. 


Thiv color tuhitto 
selection mokes 
background end furo- 
gnltund oluimints ansi* 
crtefico. 


lonteihM wttncf mi ftQMii 


Donkey Kong is the first Game Boy title programmed 
to take advantage of Super Game Boy’s capabilities. 
However, by no means does this suggest that other 
games won’t look just as good. Any Game Boy title 
will be brightened by the addition of Super Game Boy 

colors and Picture Frames. Some 
color schemes will look better than 
others, so it’s up to you come up 
with an eye-pleasing color combi- 


HUMTN- H* »'•»«»•*** 



Tho happy, smiling ftce signifies That a game was pio 
Qiimmid to Utilize SGB Enhanced color 


COLOR PALETTE 

Super Game Boy has a grand total of 32 pre-pro¬ 
grammed color palette combinations for you scan 
through and choose 
from Try them all out 




No palette is better" lhan any othoi but some roior combinations look battfti 
on cartem games than othais do 


VOLUME 61 95 


u u u u 
























































MAKE OVER FOR 
4E SMALL SCREEN! 


Muga Won can spring ana 
action with the addition of iw* 
oral bnght color choice* 


Game Bo> games that take hours to play and complete, like Link’s Awakening, 
can take a toll on your eyes if you play them on Game Boy's LCD screen. Sure, 
you can Save your game or write down a password and then Continue later, but 
Super Game Boy opens up a whole new visual dimension for the 300-plus 
Game Boy titles that are available! Even though the games don’t play any dif¬ 
ferently. it may seem like they tire easier or more enjoyable to play due to the 
addition of color and the Picture Frame options. Super Game Boy allows you to 
set u mood for a game. Using bright, vivid colors helps to keep your excitement 
level elevated when playing action games. Smooth, muted tones may lend them¬ 
selves to the more mysterious, RPG types of games. 


Could this actually be tho m«t 
Batmen motion picture? Nope 
It's ju*t Super Gome Boy I 


Unh grttittfy and earth torteshadss 
tend thomselves oxircmMy well to e 
gen;* litas Link's Awakening. 


it kwtelihe rt'*«flwamtfiftfo* 
forth* totfibloKH'bY Ye*, soft 
shadoeof pink fit the hill 


Themep screens in the new Donkey 
Kong game take full stiventige of the 
SBB Enhanced color palette mode. 



PICTURE FRAMES 

There are a total of nine stored Picture Frames Use them 
to matte your screen image and highlight certain colors 



GRAFFITI 
BORDERS 

Go ahead, draw your own Picture Frame 
Customizing is really up to you' 




The Pictura From# 
around this Donkey 
Kong 5cn»n is ready 
and waiting for you to 
crijta your own mas 
firpiac# You can draw 
in fcaro#ir>#crHn.tQol 














































































C boost. color* that aro *®*y on 
your ayes lor long playing 
juntas Nks Fine' fantasy Legond 



Metroid I is way cooler to pley 
on your Super NES using Super 
Game Boy capabriitiesf 



Earth tone* are quiUi nice to 
employ in land-conqucnng 
gamosliko Nobunaga's Ambition 



rt 


4 

¥ 

rw*i 

* —■ 

4 9^ 

• 



For p«ac gomes hka Yoslift 
Cookie, choose colors that pro- 
mote contrast in venous shapes. 



Big difference, huh? facohall 
2000 is on cxcollcnt candidtft 
lor so m Sopor Game B&y pkiy 



Aqain, ci ntrotting colors make 
good selections for pu»lc 
Qfimoslikc this classic, Totris. 



Coell Nocml Htflhlycontmsttng 
colors ore uxcaltont choices (or 
shoot-WTHips Eko R Typo 


SCREEN 

SAVERS? 





CUSTOM COLORS 

You can assign any four of the 52 Super Game Boy 
colors as your mam colors on your palette Increase or 


decrease the “density" of your colors and 
then record eye-pleasing combinations 
with the password that you’re given 



BUTTON 

SETTINGS 


Super Game Boy gives you the option 
to assign game functions to different 
Buttons on your Super NES Controller. 


ft's like hevmg your awn punt shapl 
Mix your own special colors and 
racord them with 0 password 


riLA 


0;Vi 






IDDBO 

■□□go 

□□□□□ 

■ □□DPI 

3 □LjU 

■□□LID 

■□□□□I 
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Pitas* answer th« following questions on the postcard provided btlow, than onttr our Player's Poll Contest by sending It Ini 

A. Please Indicate. In order of prafarence, your five favorite Super NES flame* 

B. Pleas* Indicate, In order of preference, your five favorite Gam* Boy game*. 

C Please Indicate, In order of preference, your five favorite NES flemet. 


D. How old ere you? 

1 Under 6 3 12-14 5 18-24 

2 6-11 4 15-17 6 25 or older 

EL Sex 

1. Male 2 Female 

F. On the average, how many video game* do you 
buy a year? 

1 One or two games In a year 

2 Thrae to five gamys a year 

3 Six to ten games a year 

4 One game every month 

5 More than one game a month 


G. Are video gamae available In your achool? 

1 Yes 

2 No 


H Which of the Power Certificate* that you 
received In Volume 59 (April laaue) did you 
uee toward the purchase of a Gama Pak? 

1 Street Fighter U Turbo 

2 Meqa Man X 

3 Mega Man d 

4 Zodas Revenge Star Tropics D 

5 None of them 


Trivia Ouaation: What la Samua'a last name? 


Answers tD the Player’s Poll ■ Volume 61 


A 

•a 


Name 
Address 
City_ 


Tel 


State/Prov 


Membership Number. 


Age 


B. Indicate numbers 112-171 (from the list on the back of the card) 

C. Indicate numbers 172-221 (from the list on the back of the card) 


.Zip/Postal 


1 

2 

3 

4 

5. 


1 

2 

3 

4. 

5 


1 

2 

3 

4. 

5. 



D. 

E. 

F. 

1 2 3 4 5 6 

1 2 

1 2 3 4 5 

G. 

H. 


1 2 

1 2 3 4 5 



Trivia Answer 


Vf-ll ^ # • GET POWER 110 BUBN WITH 

BACK ISSUES AND TIP BOOKS! 


Did you know that you can get 
back issues of Nintendo Power ? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can! Just fill out the other 
side of this card. 


So what are you waiting for? 

Fill It out. Detach It. Mail it. Here’s 
the address: 

Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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P.0. BOX 97062 
Redmond, WA 98073-9762 
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BACK ISSUE / TIP BOOK 
ORDER FORM 


ft you missed these classic Nintendo Power issues, don t rmss out now’ 
Prices listed include the cover price pius the cost of shipping and handling. 
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ASPEN 

SKIING 

COMPANY 


GO TO ASPEN TO 
TOMMY COMPETE IN 
A WORLD CUP RACE 


VIEW THE RACE 
FROM VIP SEATS 


MEET TOMMY 
AFTER THE RACE 


PLUS: 


□ 


WIN A SET OF THE OWE WORU CUM RACING EQUIPMENT THAT TOMMY USES. 
iNCUIOES COUPE S9 SKI IS, XR 9 RACING ROOTS, 

S« POUS, ANO SALOMOX BINOINOS. 

00 EXTREME SKIING IN THE SAFETY OF YOUR LIVING ROOM. TAKE HOME 
TOMMY MOTS WINTER EXTREME SKIING ANO SNOWBOARDING FOR 
YOUR SUPER NES FROM —• ~r » —- - i tt t 


p j iy s s @ a u □ 0 a e a □ 0 u ids 0 ® 0 a u ■_ 1 
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To enter, either fill out the Player s Poll response card 
or pnnt your name, address, telephone number, Vol 
61, and the answer to the trivia question on a plain 3 
1/2" x 5" card Mail your entry to this address 

NTENDO POWER 
S POLL VOL. 61 
P.O. BOX 97062 
Redmond, WA 90073-9762 
One entry per person, please All entries must be 
postmarked no later than July 1,1994 We are not 
responsible for lost or misdirected mail 
On or about July 15,1994, winners will be randomly 
drawn from among all eligible entries By accepting 
their prizes, winners consent to the use of their 
names, photographs, or other likenesses for the pur- 
ose of advertisements or promotions on behalf of 
mtendo Power magazine or Nintendo of America 
Inc (NOA) without further compensation Prizes are 


R 


limited to one per household. 

Chences of winning ere determined by the total num¬ 
ber of entries received The ratio of pnzes to entry 
cards distributed is 541,000,000 No substitution of 
prizes is permitted All prizes will be awarded. To 
receive e list of winners, which will be available after 
July 31, 1994, send your request to the address 
above 

GRAND PRIZE NOA wll provide air travel and accom¬ 
modations for the winner and one guest If under 18, 
the winner must be accompanied by a parent or 
guardian The winner must also provide a written 
release to NOA Estimated value of the trip is $5,000 
Exact date of the trip is subject to determination by 
NOA Some restrictions apply Void where prohibited 
by law This contest is subject to ell federal, state and 
local laws and regulations 
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□ 

□ 

□ 




3 

11 



CO 


EIS T 


VOLUME 61 99 






































With o huge influx of Ployer ond Dealer votes, NBA Jom flies to the top of the Super NES chort. It olso 
hos one of the lorgest first place morgins in the history of the Top 20. Will it hold on ta first ploce next 
month with the incredible Super Metroid woiting in the wings? We’ll seel 






4 MONTHS 






2 MONTHS 


SUPER NES 


NBA JAM 




It's here! The might)' NBA 
Jam has edged out all of the 
other games and slammed 
home the top spot! 


6 J«?s STREET FIGHTER il TURBO 

SECRET OF BANS 
KEN GRIFFEY JR. PRESEKTS MLR 
ML FANTASY II 


THE LEGEND OF ZELDA :™ 10 


7 

8 
9 





THE PAST 

Ganon may be tough* but 
Link will beat him with the 
Master Sword every time. 


10 


6,511 1 
POINTS j 

"p6<n 

POINTS ) 

HD 

k5?nts ~) 


SUPER METROID 



Standing tall on the Top 20, 
Samus is ready to take the 
number one spot by force. 


SUPER MARIO KART 
fTTSSl MEGA MAN X 
12 Ms) SUPER MARIO ALL-STARS 

DISNEY’S ALADDIN 
SUPER EMPIRE STRIKES BACK 
NHL STANLEY CUP 
SIMCITY 


[ 13^1 
(14 ksTnts ] 

[1 5 kSintsI 

( 16^1 




What happened? One month 
you're at the top. the next 
month NBA Jam knocks 
you down three spots. 


7562 

POINTS 


STAR FOX 


[18 POINTS 


Fox McCloud is one 
sly dog, soaring up 
the charts again this 
month. 


17 a SUPER STREET FIGHTER D TIRO 

NHL HOCKEY '94 
T9HT1 SUPER GHOULS ’N GHOSTS 
[20 K$rs] JURASSIC PARK 


. 
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14 months! 



MONTHS 



GAME BOY 




THE LEGEND OF ZELDA: “ 



AWAKENING 

Lost in a new land without 
his memory. Link faces his 
toughest adventure yet! 


WARIO LAND:™" 

Heh, heh, heh! Greed is 
good, or at least Wario 
thinks so. Grab up all the 
pirate treasure that you can. 

SUPER MARIO LAND 2:MT 

In his hast to get nch, Wario 
grabbed the wrong guy's 
castle. Mario will show him. 


9,223 


POINTS 



IS KIRBY'S PINBALL LAND 
mm TE TRIS 

SUPER MARID LAND 
MORTAL KOMBAT 
1 0 j^NTs] TETRIS 2 

frasn donkey kong 


8 

9 


7,583 ] 

POINTS I 



15 4' 003 




METROIDRli 

Taking on Metroids is 
what Samus does best. 
There are enough of them 
here to keep her going. 





Kirby 1 s rushing to the 
rescue of the wondrous 
Dream Land. Can he 
stop King Dededc? 


12 r 5 & \ JURASSIC PARK 
®M) MEGA MAN JE 
14^]FACEBALL2DDD 

FINAL FANTASY LEGEND 
DR. MARID 

TMNT: FALL OF THE FOOT CLAN 

FINAL FANTASY LEGEND 1 
FINAL FANTASY ADVENTURE 


POINTS 

1 6 FONTS . 
1 7 POINTS , 

[19jS, 

iffl 


GOLF 






1 



[57 months] 


•INTS 

.. 

69 MONTHS 



5 MONTHS 


SUPER MARIO BROS. 3 




Once again the ultra-popu¬ 
lar Super Mario Bros 3 is 
back at the top of the 
charts 


THE LEGEND OF ZELDA « 



Hyrulc's famed hero res¬ 
cues the fair Princess 
Zelda, in his original 
adventure. 


TETRIS 2 




MEGA MAN 1 

Everybody's favorite 
blue Mega-fighter is 
rocking the charts with 
his sixth adventure. 



The blocks are falling, the 
blocks are falling! Once 
this game get you, you're 
Tetns-ized. 


KIRBY’S ADVENTURE 

If you liked Kirby’s 
escapades on the Game 
Boy, you'll love them 
on the NES! 


r ft 9,225 ' 
l D POINTS 

( 7 f&INTS 
( 8 toin tcI 

! 9 POINTS j 

5,830 
POINTS 


12 POINTS 

(13 P&iffisl 

[um 

(15 ^s] 

(16 p^ ?n4 , 



1171 

(18 kSints] 

[19J1B 

120 P^NR 


TMNT lit IRE KAMI PROJECT 
ZODA’S REVENGE: STAR TROPICS H 

METRDID 
FINAL FANTASY 
DR. MARID 
TECMD SUPER BOWL 

« • 

ZELDA H : THE ADVENTURE OF liRR 

MDNDPOIY 
TETRIS 
MEGA MAN 1 
VEGAS DREAM 
JURASSIC PARK 
SUPER MARIO BROS. 2 
BASEBALL STARS 
BATTLETOADS 
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LOOK FOR THESE RELEASES SOON 


THE TWISTED TALES OF 
SPIKE MCFANG 


Company..BulUM-Proof Software 

Suggwted Retail Price.Not Available 

Release Date...June 1994 

Memory Size.....8 Megabit* 

Came Type.Adventure for one piayer 

Spike McFang is a vampire, but he isn’t likely to scare 
innocent people or bite them on the neck. In this entertain¬ 
ing adventure from BPS, Spike prefers to attack his wide 
assortment of enemies with his cape or his hat This is one 
refined vampire. His adventure tends to follow a predeter¬ 
mined path, but in each area, players can explore and solve 
puzzles as well as fight off Spike’s numerous foes. If gar¬ 
lic just isn’t your thing, read along with this month's 
review of Spike’s Twisted Tales. 



D Good graphics, entertaining screen text and story. Some cool 
items Ilka tha lightning Hat 

□ Tha screen text scrolls slowly and can't be spad up Frustrating 
control in some situations, such as being knocked back a screen 
whan you throw your hat whila standing along a screen adga, or 
passing out after too many spin attacks 


I The classic AD&D title for the PC comes to the Super 
NES in a Mouse-compatible game that captures the experi¬ 
ence and depth of the computer game. The call goes out 
from the Lords of Waterdeep for four champions to free 
their city from evil. You’ll choose your champions from 
human, elf, dwarf, gnome and hobbit and several profes¬ 
sions like cleric, fighter, thief and mage. The play unfolds 
in a first person perspective in which you find objects and 
fight enemies while uncovering the roots of evil that have 
plagued the lords. 



□ Great depth of play and good graphics for this type of game 

D Awkward movament and fighting control, even with tha Super 
NES Mouse. 


SOCKS THE CAT 
ROCKS THE HILL 


Company.......Kanaka 

$ugg«t«d Retail Price...Not Available 

Release Date.June 1994 

Memory Size.8 Megabit* 

Game Type...Action for one player 


EYE OF THE BEHOLDER 


Company. •....Capcam 

Suggested Retail Prlee..Not Available 

Release Date.May 1994 

Memory Size .8 Megabits 

Game Type.RPG fanta*y for ane player 


Socks lives at 100 Pennsylvania Ave. along with Bill and 
Hillary. Unlike his famous masters, Socks becomes the 
first Clinton with his own video game thanks to Kaneko. In 
the game, it seems that a group of foreign spies hos nabbed 
the suitcase holding the nuclear button. Pretty bad news. 
Luckily, Socks sees the whole dastardly deed and heods 
off to warn the Prez. As you might imagine, all sorts of 
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subversive mice and other deviants try to stop Socks. What 
you might find harder to imagine is the stage guardians. 
Inexplicably, these characters are based on former political 
figures like ex-presidents (although to protect these inno¬ 
cents, no names are used.) So why would an ex-president 
want to stop Socks on his mission of vital national interest? 
Go figure. The action in Socks is traditional hopping and 
bopping with nine lives to get it right. 



□ The attacks of tha boss characters can be humorous, if not mis¬ 
placed 

H Tha challenge can be fairly high but it is mainly due to poor play 
control 


REX ROMAN- 

EXPERIMENTAL SURGEON 


Company . 

Suggested Retail Pnee.. 

Release Date . 

Memory Stze . 

Game Type. 




.. ..Raya Systems 

. $59 95 

. May 1994 

.4 Megabits 

.Edutainment 


Rex Ronan is fighting for the life of an executive from a [| 
tobacco company who ts dying of lung cancer, j 
Unfortunately for the executive, his nefarious ex-employ¬ 
ers don’t want him to get better. And to make matters 
worse, they've filled the poor guy full of tiny robots and | 
explosives so that if the cancer doesn’t kill him, the arma¬ 
ments will So. what is a surgeon to do? Fearless Rex has 
himself shrunk to a tiny size to do battle with the cancer 
and other ill-effects of the executive's years of smoking. 
Of course, once he’s inside, he finds that there are robots 
and that his job is twice as hard. This game is truly unique 
in that it addresses a serious health issue in a true action 
game Rex is armed with a cleansing gun that blasts away 
dirt, disease and miniaturized mtnes. Any action game fan 
can recognize what to do. Basically, the setting inside the 
human body and the message to not smoke are the only 
elements that separate this game from standard sidc- 
scroller character action games 



□ Good graphics and okay play control The lessons, although oftan 
disquised, are cieer enough to ba caught 



Company . .—-.DTMC 

Suggested Retail Price. Not Available 

Release Date . .June t994 

Memory Size. # Megdarts 

Game Type . Action with a puzzle leel tor up ta tour players 

In ages past, the Arch-Mage Wylde pitted the four races 
against each other in a competition to control the fiery 
Tnahght. Now, to undo the damage of Wylde’s evil plot, you 
must battle through 14 levels using the Tnahght to break 
through stone walls and destroy enemies. In other striking 
action, two to four players can compete at once using a multi¬ 
player adapter. Players have the choice of two types of con¬ 
tests, an air hockey type match or a king-of-the-hill battle. 



Q Groat fun, aspecially as a multi-playar game Excellent control. 
Fun graphics for what is essenbelly a Braakouttype geme 


| The challenge level isn't significantly greatar at highar la vels 


SATURDAY NIGHT 
SLAMMASTERS 


Company . .- .Capcom 

Suggested Retail Price.- .. ....Nat Available 

Release Dote... ..... ■ ■ .. •• .........June 1994 

Memory Size . . .. 24 Megabits 

Game Type.Arcade wrestling for up to four players 


The latest craze on the arcade circuit (or one of them) has 
been the fast, multi-player action of Saturday Night Slam 
Masters, a wrestling game that looks and plays a lot like 
the Street Fighter II series. One of the differences is that in 
SlamMasters you’ll have to master quickness rather than 
lots of specialized moves. The wrestling ring also provides 
a unique setting and offers wrestlers a chanee to throw 
opponents over the ropes and grab objects from the crowd 
in some modes. This month. Power enters the ring to bring 
you the story behind the Slam. 



Q Good play control, graphics and animation plus fun charectars. 
It's aasy to play right off the bat The multi-player modas turn into a 
raal brawl 


H Not as much challanga as comparative fighting games, espacially 
in tha ona- playar mode, but you can increase tha dagraa of difficulty 
from one to eight stars You can't leave tha ring in the four-player 
game 


H Thara isn't much variety of play. Rex could go further in his effort 
to axposa tha smoking haalth risk 
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A.S.P. AIR STRIKE PATROL 


EEK! THE CAT 


Company. .. ...Seta 

Suggested Retail Price . . . .$59 95 

Release Date .. ..June 1994 

Memory Size. .. . ... 0 Megabits 

Game Type.Air combat simulation tar one player 

Zarak is an aggressor nation on a gulf and it looks suspi¬ 
ciously like Iraq. ASP will remind war gamers of Desert 
Strike Once you’re in the air t you’ll have missiles and 
smart bombs at your command while the enemy has anti¬ 
aircraft units trained on you. For a full mission briefing on 
ASP, refer to this monlh’s classified review. 



□ You’ll have a wide range of missions The entire war cen vary 
depending upon your actions as a pilot Realism of mission alaments, 
graphics end sound Battery saved memory. 


B Mfinu screens are very confusing. Tha default control is awk¬ 
ward, but you can customs the controls Automatic targeting can be 
difficultto control 



Company.. ..... ... .. 

Suggested Retail Price.... 

Release Date ... . 

Memory Size. 

Game Type. . . 


■ .. Ocean 

.Rental Only 

..«Moy 1994 

. 0 Megabits 

.Action game for one player 


EEK' The Cat is not your typical tabby. For one thing, his 
friends include people with terrific momentum and total 
myopia. In other words, they never stop in spite of obvious 
or lurking dangers, obstacles and traps. It’s up to you and 
Eek to race ahead, scope out the scape and then make sure 
that your stupid human friend doesn’t wind up decorating 
the hood of o bus or the tusk of an elephant. How you 
accomplish this is by redirecting your zombie friend or 
throwing her up in the air to another level. The action is 
similar to Rocko’s Modem Life-a sort of strategic naviga¬ 
tion through a maze of perils. 



SUPER GODZILLA 


Company . . ...Tobo 

Suggested Retail Prtee ...$69 95 

Release Date. ... ...June 1994 

Memory Size. .12 Megabits 


Game Type . Monster combat for one player 

You arc Godzilla, the mutant Japanese super monster who 
was born due to rudioactive contamination. In Toho’s 
Super Godzilla, you are no longer the villain, but the hero¬ 
ic friend of humanity who must stomp even more hideous 
mutant creatures than yourself. Unfortunately, tbe word 
doesn’t seem to have gotten out to the local troops who try 
to waylay you with tank divisions throughout the city. The 
first part of each mission is a simple business of walking 
about the city in search of the boss while the army blasts at 
you. After working your wey through the maze of streets, 
eventually you’ll encounter Godzilla’s rival and do battle 
with him. If you were smart, you would have picked up 
energy and other items along the way to help in the fight. 



□ The graphics end sounds are close to those in a real Godzilla 
movie 


□ Awkward controls and predictable enamy attacks You can’t rum 
buildings The directional control system doesn't always work with 
one push of the button, with the result being thet you'll taka extra 
damaga crashing into buildings 


□ Unusual, but interesting graphics end music A compiling type of 
game 

B Poor pley control can make ths game frustrating, but for the pnee 
of rental, it's worth a play 


FATAL FURY 2 


Company . ... .. ...Takara 

Suggested Retail Price... . $69 99 


Release Date.June 1994 

Memory Size. .. . .20 Megabits 

Game Type............Tournament fighting far one ortwa players 


Another classic fighting game has arrived on the Super 
NES looking better than ever. Takara’s Fatal Fury 2 com¬ 
bines the complexity of Street Fighter II with a second lev¬ 
el of depth so that characters can be in close positions or 
distant positions. With greater strategy and complex 
moves, this game appeals to the real students of fighting 
games. Join this month’s Power lesson for some of the 
highlights and tips. 



□ A third dimansion of fighting Cool new characters and moves 
Dieherd fight fans will sat it up 


B Some character animations looked incomplete. Some specie! 
moves are particularly brutal to control 
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KING OF THE MONSTERS 2 


SUPER LOOPZ 




Company . .. .-.—.Takara 

Suggested Retail Pnee. . $64.99 

Release Date ... .June 1994 

Memory Size. .—. ..16 Megabits 

Game Type.Fighting and crushing for one or two players 



If your idea of fun is stomping on cities all over the world 
and fighting mcgalilhic escapees from the Jurassic age, 
then Takara’s King of the Monsters 2 is for you. This 
sequel to King of the Monsters gives you the iwo-monster 
fighting action of the original plus a one-monster scrolling 
action game in which you stomp across various cities, fight 
all sorts of mutants, and eventually face a gila monster on 
steroids or some other equally inhospitable local. It’s the 
video version of n B Japanese monster movie, only you gel 
to be the monster If you don’t like playing head-to-head 
against a friend or the computer, you can team up with a 
partner to thrash the enemy. 


□ The theme is fen and a nice change from traditional fighting 
games Good graphics and options Fun and different 

B Thn number of fighting moves is limited Don't expect a Street 
Fighter n level of control or complexity. No tiny screaming citizens 


CLAY FIGHTER 
TOURNAMENT EDITION 


Company .-. ... . .Interplay 

Suggested Retail Pries .Not Available 

Release Date.June 1994 

Memory Size. . ..24 Megabits 

Game Type.Fighting for one or two players 



Mean Mr Frosty and all the clay crew return to the Super 
NFS on this updated version of last year’s hit comic Fight¬ 
ing game. Clay Fighter. Interplay improved the graphics in 
this version by including clay settings for each fighter. 
There are more options, as well, making the game more 
versatile and more fun than ever before. You can see all the 
changes in the Power review this month. 


□ Excallant graphics, animation and sound. The tournament option 
gives single players more of a challenge than m the original game 
Thera are lots of ways to customize the game including changing the 
colors of characters 


| Players who alraady have Clay Fighter may not think that the 
improvements ere worth the extre cost No new characters The pley ( 
although a bit quicker, is essentially the same as in the original game 


Company. ..Imoalncwr 

Suggested Retail Price .$54 99 

Release Date. .June 1994 

Memory Size...4 Megabits 

Game Type.Action puzzle lor one or two players 


Super Loopz combines the complexities of the classic NES 
Pipe Dreams with the speed of Tetris or Dr. Mario for a 
whole new puzzle challenge. The idea is to use a variety of 
pipe pieces that appear randomly for building loops. A 
closed loop scores points and then is wiped off the screen, 
giving you more room. Imngmeer has included arcade and 
puzzle modes, resulting in a depth of play that will keep 
puzzle fans happy and stressed for a long time. You can 
learn more about Super Loopz in this month* s review. 



□ Good challenge in all game modas Lots of variety of play and 
good replay value Multi-player option is fast and furious 

Q The playing field ser-ms cramped in the two-player modes, espa- 
ciaily in the split screen gama 


DISNEY’S BEAUTY 
AND THE BEAST 


Company. -- - Hudson Soft 

Suggested Retail Pnce .. . ..Not Available 

Release Date . .June 1994 

Memory Size . ..--- --- -8 Megabits 

Game Type ..Comic action for one player 

Players can relive the enchantment of one of Disney’s clas¬ 
sic animated features with Hudson’s beautifully rendered 
action game You play the role of the Beast, a prince who 
has been transformed into a hairy brute As befits such an 
ogreous fellow, one of your attack moves is o mighty roar 
that stops enemies cold. Closely following scenes from the 
movie, you’ll meet familiar characters and enemies as you 
pursue and protect Belle 


* 

4 * 


B Don't let the rich backgrounds and detailed characters fool you, 
this is a challenging game that eats players for breakfast Roaring is 
graat-svsry hero should be able to roar 

B Some of the attacks aren't logical and demage can be too sevsra 
Horizontal jumps from a standstill are limited to one stsp, making for 
awkward and difficult situation Hit detection is often hit and miss, 
which is unfortunate 
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DONKEY KONG 


SUPER BATTLETANK 


Company. ...Nintendo 

Suggested Retail Pnce... . ..$29 99 

Release Date . .June 1994 

Memory Size. 4 Megabits 

Game Type.Super Game Boy action tar one player 

The first game designed with color palettes for the Super 
Gome Boy was inspired by one of the first ever video gome 
hits. Donkey Kong. Favorite Nintendo hero. Mario, must 
grab the key and make his way through a vertical maze 
construction site to unlock the door and move on. His goal 
is to rescue Pauline who has been “apenapped” by Donkey 
Kong. In this new version, however, the construction site 
is just the beginning and the dozens of levels quickly 
become very complex. If you want to learn more about 
how you can outwit this 800 pound gorilla, turn to this 
month's review. 






The classic has returned, and ft's much bigger with dozens of new 
levels With the Super Game Boy color palette, this game will look 
great on either your Game Boy or Super NE$. Challenging end fun. 

B The play control is styled aftor the ercade games, not the Super 
Mario Bros, so it can be confusing at first 


JEOPARDY 
SPORTS EDITION 


Company. 

Suggested Retail Price 

Release Date .. 

Memory Size . .. . 
Game Type . 




.Gametek 

...Nat Available 
.. ..June 1994 

.1 Megabit 

. . .Sports quiz for one or twa fans 


♦ • ■ 


In last month’s Sports Scene, Power covered the Super 
NES version of Jeopardy Sports and found it to be a real 
mindbcnder. The Game Boy version is just as tough, but 
it’s portable, giving it the added advantage of being able to 
drive you nuts on the road. Another advantage of the Game 
Boy version is that with the Super Game Boy, you get the 
best of both worlds in this game. You can even Game Link 
to play against another traveler if you want. 






os ' I AMR 






Very challenging Easy to use With Super Game Boy, it's an even 
better choice than tha Super NES version 

This game could be frustrating for some players 




Company. . 

Suggested Retail Pnce... 
Release Dot© 

Memory Stee. 

Gam© Type . 


. ..Absolute 

.$27 95 

.. .April 1994 

. .I Megabit 

Combat simulation tor one player 


Return to the Gulf War with Absolute’s strategic action 
sim that puis you in command of a U.S. battletank. During 
increasingly difficult missions, you must seek out the ene¬ 
my targets like SCUD launchers and lank units and blow 
them away with shells and your machine gun Two views 
reveal the face of battle- one view looks out from the tank 
itself while the other shows your tank moving over a map. 
Your targets appear on the map and you’ll find that it 
speeds things up if you navigate on this screen until you 
are close to the enemy. Once you come within range, 
you’ll have io maneuver at high speed while aiming and 
firing your shells and missiles. This Game Boy adaptation 
of the Super NES game contains most of the original ele¬ 
ments. 



Realistic graphics and feel, but you cen crank the speed so high 
that it seems unrealistically fast. 

B Mobile enemy units disappear from the screen too quickly 
Speeds seem unrealistically high for enemies and their maneuver- 
abilty seems too great Not enough variety in the actual execution of 
missions 


WCW WRESTLING: 
THE MAIN EVENT 


Company. FCt 

Suggested Retail Price.- ....Nat Available 

Release Date. .March 1994 

Memory Size. ..1 Megabit 

Game Type.Wrestling for ane or fwa players 

Nine WCW super stars have been thrown into the ring for 
a battle royale, elimination tournament. You can also play 
one-on-one against a Game Linked opponent. Each of ihe 
wrestlers has basic moves that include being able to climb 
the turnbuckles and throw eight basic moves plus one 
unique super move that only your wrestler can throw 




E 


Good graphics and cool wrestlers. The Game Link option mokes 
for tha most fun 

Poor sound and low challenge 
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MONSTER MAX 


Company ...—.. -.Titus 

Suggested Retail Prtce .. .... $29 99 

Release Date .. .June 1994 

Memory Size . ..... 2 Megabits 

Game Type.. ... Action for one player 

Max the rock 'n roll monster must save the world from 
Krond in this action game from Titus Obstacles and ene¬ 
mies stand in his way, but hclplul items can be found scat¬ 
tered throughout the three areas and nine levels This 
month's Power review profiles the teen monster who 
would be a star. 



D A very challenging game Fun theme 

O The graphics, in places, are too dense, making it difficult to judge 
Max's movements 


SUPER NE$ TITLE 

COMPANY 

ruY 

INFO 

i/QWEK METER kAHNGS 

6 F C T 

GAME TYPE 

A.S.P. AIR STRIKE PATROL 

SETA 

1P/BATT 

3.5 

2.6 

3.8 

3.4 

STRATEGY 

CLAY FIGHTER TOURNAMENT EDITION 

INTERPLAY 

2P-S 

4.3 

3.7 

3.6 

3.S 

FIGHTING 

DISNEY'S BEAUTY & THE BEAST 

HUDSON SOFT 

IP 

3.6 

3.0 

3.8 

3.4 

ACTION 

EEK! THE CAT 

OCEAN 

IP 

3.4 

2.6 

3.3 

3.2 

ACTION 

EYE OF THE BEHOLDER 

CAPCOM 

1 P/BATT 

3.2 

2.4 

3.4 

3.3 

RPG 

FATAL FURY 2 

TAKARA 

2P-S 

3.7 

3.6 

3.6 

3.1 

FIGHTING 

FIRESTRIKER 

DTMC 

4P-S 

3.3 

3.3 

3.S 

3.S 

ACTION 

KING OF THE MONSTERS 2 

TAKARA 

2P-S 

3.3 

2.9 

3.4 

3.1 

ACTION 

REX RONAN: EXPERIMENTAL SURGEON 

RAYA SYSTEMS 

IP 

3.3 1 

2.6 

3.1 

3.8 

EDUTAINMENT 

SATURDAY NIGHT SLAMMASTERS 

CAPCOM 

4P-S 

3.7 

3.3 

3.6 

3.3 

WRESTLING 

SOCKS THE CAT ROCKS THE HILL 

KANEKO 

IP 

3.2 

3.1 

3.4 

3.1 

ACTION 

SUPER GODZILLA 

TOHO 

IP 

3.S 

2.S 

2.9 

3.4 

ACTION 

SUPER LOOPZ 

IMAGINEER 

2P-S 

3.2 

3.4 

3.7 

3.4 

PUZZLE ACTION 

THE TWISTED TALES OF SPIKE McFANG 

BULLET-PROOF 

1P/BATT 

3.7 

3.3 

3.S 

3.6 

ADVENTURE 


GAME BOY TITLE 

COMPANY 

PLAY 

INFO 

POWER METER RATINGS 

G t C T 

GAME TYPE 

DONKEY KONG 

NINTENDO 

1 P/BATT 

3.8 

4.1 

4.2 

4.3 ACTION 1 

JEOPARDY SPORTS EDITION 

GAMETEK ! 

2P-S 

3.2 

3.0 

3.2 

3.0 

GAME SHOW 

MONSTER MAX 

TITUS 

1P/PASS 

3.4 

2.8 

3.3 

3.8 

PUZZLE ACTION 

SUPER BATTLETANK 

ABSOLUTE 

IP 

3.0 

2.8 

3.3 

3.0 

ACTION 

WCW WRESTLING; THE MAIN EVENT 

fa . 

2P-S 

2.8 

2.8 

2.6 

2.6 

WRESTLING 


MT K 


H v 



You can get the most out of your 
game chart by understanding 
tne categories. Title, Company 
and game type are self explana¬ 
tory, Use this Key to understand 
Hay infa and the valuable Power 
Meter ratings. 


?LAY INFO 

i Games are made to be played with as many 
i as eight players. Some also employ a battery 
i ar password to save game play data. 

#P = NUMBER OF PLAYERS 
■ S = SIMULTANEOUS 

1 A = ALTERNATING 

! BATT = BATTERY 
PASS = PASSWORD 


POWER METER 

i The Pros at Nintendo HQ rate 
, each new game. Ratings are 
, from 1 (poor} ta 5 (excellent) in 
four different categories 

G=GRAPHICS AND SOUND 
P=PLAY CONTROL 
1 C=CHALLENGE 
T=THEMEAND FUN 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 




l^il MIGHTY MORPHIN POWER RANGERS bandai 


Bandai has been keeping their hottest 
property under wraps for months, but 
not anymore. Give a big Pak Watch 
welcome to Mighty Morphin Power 
Rangers for the Super NES. These 
mighty heroes of cosmic justice will 
be showing up in the stores this fall, 
and they'll be standing tall and look¬ 
ing good if these shots of the game, 
while still in development, are any 
indication. The five Rangers battle 
their way through a super variety of 


side-scrolling scenes and past Rita 
Repulsa’s awesome stage-end 
guardians like Bones from the televi¬ 
sion show. Of course, only one ranger 
powers through any given stage at a 
time, but you get to choose which hero 
to use - a feature that means the game 
will have a lot of replay value. Our 
Pak Source at Bandai told us that the 
16 megabit game has more than 8 
megabits worth of animation. All that 
movement is necessary because the 


characters use weapons and special 
fighting moves, and in some of the 
seven stages they have to use special 
moves like swinging hand-over-hand. 
If all this sounds great, it will sound 
even better when you consider that 
Bandai plans to include the original 
music, sound effects and even some 
voice samples from the hit TV show 
Bandai also reports that a Game Boy 
version is in development, which we 
hope to show you soon. 
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DATA EAST 


IBS] FIGHTER’S HISTORY 


After a court baule that saw Capcom 
lose its bid to keep Fighter’s History 
out of the market, Data East is mov¬ 
ing ahead with its fighting tourna¬ 
ment game tor the Super NES. The 
lawsuit from Capcom claimed that 



FH was substantially a npoff of their 
Street Fighter II games The judge did 
not agree Your Pak Judge noted that 
FH has as many differences from SF 
II as most of the other fighting tour¬ 
nament games. Don't expect any rad¬ 



ical differences, though. The charac¬ 
ters, backgrounds and animations 
look different from SF 11, but the 
game play uses the now-standard 
control sequences that Capcom pio¬ 
neered 



ADDAMS FAMILY VALUES 


OCEAN 


Uncle Fesior showed up at Pak Watch 
Central to give us an early look at 
Addams Family Values, the Super 
NES game based on the movie of the 
same name. Unlike most previous 
Addams Family games, Family 
Values presents an overhead view 
with characters moving about in out¬ 
door areas, interiors and secret rooms 
much like a Zelda game. Ocean 
describes the action as an adventure 
RPG starring Uncle Festor 




nea DOUBLE DRAGON E: "“falls 0 * OCEAN 


Billy and Jimmy Lee relumed lo the 
Pak Watch desk in a whole new for¬ 
mat, at least for them. This lime 
around, the fighting Lees, or Double 
Dragons, find themselves in a tourna¬ 
ment street fighting game. The charac¬ 
ters include the Lees, Icepick, the 
Shadow Master, Bones, Sickle, Blade, 
Trigger Happy, Count Down, 
Dom.niquc, Sekka and Jawbreaker 
with his awesome tongue attack. This 



Pak Attacker thought the best part of 
the game was the wild characters and 
their even wilder attack moves. Many 
of the characters have a weapon, giv¬ 
ing the game less of a martial arts feel 
than some games, but the special 
moves are very athletic One variation 
you won't find on other fighting 
games is the setup option that allows 
you to customize any fighter in three 
categories. Strength, Defense and 



Special. With nine points to work 
with, you can choose to put up to five 
points in any of the three categories. 
Play options include the Tournament, 
VS Battle, Quest Mode and a Battle 
Demo. In the Quest Mode, you are try¬ 
ing to join the Shadow Master by 
proving your fighting skill and defeat¬ 
ing his minions This one or two- 
player game should show up in a 
month or two. 
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The final version of this long-awaited 
adventure game has finally arrived 
from MiddleEarth (a k a. Interplay) 
and fantasy adventure gamers will be 
pleased to hear it. And hear it they 
will, because Lord of the Rings, Vol 
1 has quite possibly the richest sound 
effects and music of any video game 
to date The scenery is also beautiful, 
and in spite of the small size of the 
hobbit characters on the screen, the 


animation is very good The game 
definitely falls into the adventure cat¬ 
egory Exploring, fighting and learn¬ 
ing clues through character 
conversations are all a part of Frodo s 
mission to take the ruling ring to 
Rivendcll Although there are small 
story changes from the Tolkien clas¬ 
sic trilogy, the nature of the adven¬ 
ture is well-preserved and the 
atmosphere is truly Tolkienesque. All 


your favorite characters appear, 
including Frodo, Bilho, Sam, Pippin, 
Merry, Gandalf and Aragom, and of 
course the Nazgul from Mordor. If all 
this isn't enough to set you on the 
road to mystery and adventure, 
maybe you should consider taking 
some friends along, because Lord of 
the Rings is also a multi-player game. 
You can even use the Super NES 
Mouse to control characters 





Basketball may never be the same 
once Virgin’s Jammu! hits the streets 
This is a htghstakes, trash-talking 
brand of schoolyard ball for one or 
two players In the one-player game, 
you start out with $300. Bel some or 
all of it on each of the eight levels of 
games, beginning with a Onc-on-Onc 
game to 21. Four street players can be 
chosen Roxy. Chill. Slade, and later. 



Judge, each with the same basic 
moves, and they can play on one of 
three home courts. The games range 
from standard run and jam contests to 
intense games like Frenzy in which 
you can only score when you sink a 
basket from the location of a moving 
X. If you feel confident, raise the 
stakes Your bankroll will get pretty 
fat after a few wins. Other features of 



Jammit! include a Trash Talking con¬ 
trol with which you can choose the 
amount of verbal slamming that takes 
place on the court. This may not be 
the eternal jamnation you’ve come to 
expect from NBA Jam, but some of 
these street games are hot enough 
(especially in two-player mode) to 
make you sweat. Jammit! should 
appear by the end of the summer 
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ARZA 



GAMETEK 


More jungle adventure arnved from 
deepest Africa in the form of 
Gametek’s Tarzan for Game Boy. 
Your Pak Apcman girded his loin 
cloth and leaped for the vines. What 
he found was a surprisingly large 


game with tots of areas to explore in 
each level. Instead of a single course 
that takes you from point A to point 
B, Tarzan features free movement on 
the ground, in the trees, and down in 
caves where you look for items and 


defend Lord Greystoke from all man¬ 
ner of jungle perils. Although the 
game is based on the classic Tarzan 
novels of Edgar Rice Borroughs, 
don’t expect much storytelling. 
There’s far too much action here. 






Another classic arende game comes 
to Game Boy thanks to Taito, tbis 
time in the form of Game Boy Space 
Invaders. This early video game used 
the simple premise of pitting slowly 
advancing ranks of aliens against a 
player with a tank that moves lateral¬ 
ly at the bottom of the screen. 
Although the graphics seem simple 
by today’s standards, the game itself 
remains as fun and as captivating as 
ever. This version also has a two- 
player Game Link mode that doubles 
the fun. 




DISNEY’S JUNGLE BOOK 


VIRGIN 

GAMES 


Jungle Bonk looked great on the NES 
and is looking even better on the 
Super NES, but it’s also on its way 
fnr Game Boy in a snlid translation nf 
the NES version. Some of the ene¬ 
mies may be a bit easier to beat in the 
Game Boy Jungle Book, but most of 
the rest of the game is very similar to 
its predecessor, including Mowgli’s 



many moves and the wonderful vari¬ 
ety of the stages that include riding 
on the backs of the Dawn Patrol, 
cruising down the river with Baloo 
and swinging through the vines of the 
jungle at night. With excellent con¬ 
trol and graphics, the game has lots to 
offer. It also looks super on the Super 
Game Boy, although it doesn’t have 



specially programmed palettes for 
that new system. The music is also 
exceptional with renditions of Bear 
Necessities and other hits. All three 
versions of the game, including the 
NES version already reviewed this 
year, should appear in July, so start 
saving your bananas right now. 
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-PAK WATCH UPDATE 


Acclaim announced that they bought the rights to 
Williams’s upcoming World Wrestling Federation coin-op 
game, which they expect to be another blockbuster like NBA 
Jam and Mortal Kombat You can be the judge this fall 
when it is installed in arcades around the country And what 
about Mortal Komhat 2 ,} Acclaim isn’t willing to say yet 
what will or won't be included in the Super NES version, 
but you can bet your Babality moves that it will be the best 
looking and playing port of all. They hope to have the hot 
arcade tighter ready for an August or September release. 
Acclaim also announced that they are acquiring Voyager 
Communications, the publisher of Valiant Comics, which in 
its four years of existence has grown to be the third largest 
comic publisher in the U S Although Acclaim hasn't 
revealed any specific plans to make Ninjak or Turok games, 
they ’ll have a whole lot of possibilities. 

Electronic Arts and Brodurbund have joined forces in 
a move that combines two ot the oldest and most prolific 
software developers. Brodurbund brings a wealth of talent m 
the education-edutainment field Maybe we’ll see Madden 
and Walsh paks that teach good blocking schemes. EA also 
made the news by selling to T*HQ the 8-bit video game 
rights to some of its hottest licenses including the upcoming 
Madden '95 T*HQ also reported that they might pickup 
certain 16-bit licenses from EA 

The puzzle-masters at Bullet-Proof Software have been 
working overtime on two Super NES games In addition to 
Wild Snakes , which Pak Watch has already featured, BPS is 
also working on CyberShder. In this puzzler, you control a 
little robot who pushes blocks about a grid The idea is to 
match blocks by color or symbol. A matched sequence of 



three or more blocks will vanish and earn you points. There 
is also a two-player vs. mode in which you go head-to-head. 

Radical Rex from Activision rolled into view recently, 
featuring a cartoony dinosaur who avoids extinction from 
the perilous perch of a skateboard. Although the idea may 
sound uncomfortably close to We're Back, the dino flop of 
'93, Rex has more going for him, including a variety of 
game play that includes very fast, cool moves. 

Gamciek’s Tarzan for the Super NES swung in for a 
sneak peek the other day and, even though the game itself 
was still fairly early in development, some quality graphics 
and game design ideas were showing through. In this 
scrolling action game based on the classic talcs by Edgar 
Rice Borroughs, Tarzan of the Apes meets and beats jungle 
beasts, native gnomes and pirates on a ship off the coast. 
The whole thing, from racing through an ancient lemplc to 
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swimming stealthily out to the ship, has a linear, story book 
feel that seems right for the theme. 

Accolode’s Speed Racer took a recent pit stop at the Pak 
Watch International Raceway. The cartoon character gets 
into plenty of scrapes both on and off the course in this game, 
which is due later this summer. The return of another comic¬ 
book type hero is set for September when Sonic Blastman 2 
is released from Toito Expect more great animation in this 
scrolling fighter Robocop Vs. The Terminator takes to the 
small screen in Interplay’s comic action game due out later 
this summer. In this Game Boy scrolling action game, you 
step into Robocop’s shoes and body armor to hunt down the 
Terminator and make the streets safe for democracy. 

Tradewest, which was recently purchased by the coin-op 
king, Williams, has a couple of projects cooking down in 
Texas. Troy Aikman NFL Football was looking hot when 
your Pak QB last tossed it around, but the game isn’t expect¬ 
ed to be released until late August or September. Even fur¬ 
ther down the line is a NASCAR racing game featunng Kyle 
Petty. Don’t expect this one until ’95. 

Ending years of legal disputes, Nintendo and Atari 
reached a settlement this spring that will allow for Tengen 
Inc. to once again become a licensee for Nintendo's game 
systems. Before the lawsuits, Tengen produced games like 
Gauntlet and R.B.l Basehall for the NES. 

The Street Fighter II movie. Street Fighter. The Battle 
For Shadowloo is being filmed m exotic locales such as 
Australia and Thailand for an expected release dunng the 
holiday movie season this December. Starring as Guile will 
be the ultimote Hollywood wamor himself, Jean Claude Van 
Damme. 

Beavts & Butthead stopped by the Pak Watch desk for a 
quick pick and belch the other day. Viecom’s popular pair 
will star in their own Super NES game this fall featunng rude 
noises, gestures and pranks. To gel into the Gwar concert, the 
guys have to think up the most outrageous stunts around. 
You can switch between Beavis and Butthead as you play. 
Our sources at Viacom told us that Mike Judge, who is the 
voice of both B & B, will be adding his lung power to the 
game. Viacom’s Guts is also on the way to the Super NES, 
featunng rotoscoped figures partaking in five events that 
include the obstacle course and Agro Crag. 



beavis & Buttficod 


FUTURE GAMES 

FOR THE 


SUPER NES 

Naras Approximate Ru lease 

An Amt neon Tolo* Fievel Goes West 

Summer ‘94 

Bsttfatcck 

Fall *94 

Bgovib And Butthood 

Fell ‘94 

Beauty And The Beeat 

Summer '94 

BJockthorae 

Summer '94 

Bronth Of Fire 

Summer '94 

BubtyZ 

Fall '94 

Captain Commando 

Foil ‘94 

Clay Fighter Tournament Edition 

Summer '94 

Crazy Chase 

Fell 94 

Demon'* Crest 

Fell'94 

Double Dragon £ The Shadow Folia 

Fall ‘94 

Oregon View 

Summer *94 

FIFA late motional Soccer 

Summer *94 

Finrl Fantasy IB 

Fall *94 

Final Fight Guy 

Summer *94 

HraTnnm Rogue 

Fell *94 

Future Zone 

Fell *94 

GZ 

Fall ‘94 

Impossible Mission 2925 

Summer *94 

Jemmitl 

Summer ‘94 

Juggernauts 

Fall *94 

Junglo Book 

Summer *94 

Knights of Justice 

Fell *94 

liberty or Death 

Summer *94 

Lord ol the Rings 

Summer *94 

NFL Quarterback Cluk 

Foil *94 

Operation Europe 

Summer‘94 

Pocky & Rocky 2 

Summer *94 

Rise Of The Robots 

Summer *94 

see Quest DSV 

Fall *94 

Socks The Cat Rocka The HIIJ 

Summer *94 

Spectre 

Summer‘94 

Spoedy Gonzalez 

Summer ‘94 

Stunt Race FX 

Summer *94 

Super Adventure Island IX 

Summer ‘94 

Super Somberman Q 

Foil ‘94 

Super Pitfall 

Fall *94 

Super Street Fighter n 

Summer *94 

Torzan 

Fall ‘94 

The Death And Return Of Supermen 

Foil *94 

Vortex 

Fell *94 

, WoridCup USA 94 

Summer‘94 


GAME BOY 


John Madden Football Summer'94 

Itchy & Scratchy* Mm latere Gull Mednew Summer ‘94 

MonstorMox Summor‘94 

see Quest DSV Fall *94 
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Coming in July, Volume 62 



Ptzm&zit 


If you thought that 

fighting couldn’t get any I — 

v better than Street Fighter II 

Turbo, then just wait for next 
Wf month’s issue. Super Street Fighter II brings four 
V brand new fighters to the arena, complete with hot 
W new moves and fighting styles. Don’t miss this 
Incredible 32 Meg game! 


More 


Double Dragon 1! 
Breath of Fire 
Jungle Book 
Tarzan 
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BACK ISSUES 




These Nintendo Rower i»%uos are available Individually 
Add them tc your collection 1 Thay contain these exciting 
reviews 

Volume 45 (Feb ’93)- Cybemnior Pugslcv s 
Scavenger Hnm Wing Commander Jeopardy (Super 
NESi Aerobiz Zen Iniergulaciit Ninja, BumbcrmanE 
Eon Man, Dnrkwmg Duck (Game Boy) Alien (Game 
Boy | The Ren k Siimpy Show Rampart (Game 8oy) 

The Lillie Mermaid iGamc Boy) 

Volume 46 (Mar ’93)* Star Fox Super Strike Eagle 
Super Confinl Wayne s World Tiny Toon Adveniurcs 
Busier Bn ms Loose King Arthur s World Adveniure 
Island 2 |G»roc Boy) Milon s Sccrel Caslle (Game Bov) 
Krusiy s Fun House (Game Buy) The Empire Sinkcs 
Back (Game Boy) Alien iNES) Dragon Wamor EE 
Mickcv s Safin in Lclltrlund Widgci 
Volume 47 (Apr ’93) Sur Fox Meth Wtmor Pocky 
ft Rocky SimE.mh Congo s Caper. Super Black Bass 
Super NES Fighting Gwnes Kid Draculu Joe & Mac 
(Game Buy) Top Rank Tennis The New Chcssmasler 
DuckTales 2 Yoshi s Cookie Kid Klown in Night Mayor 
World 

Volume 48 (May '93) The Losi Vikings Shadowrtin 
Batman Return* rhe Legend ol Zdda Link s 
Awakening Zen Imergalaciit Ninja IGamc Boy) Ring 
Rage, Grew Greed Kirhy s Adventure Incredible Crash 
Dummies (NESl Snper Tumcon 
Volume 49 (June ’93) BOB Ta/ mania Snper 
Cosmo Giimes Yoshi sCookie Builcinmisin 
Bail le man I.us Balllelouds in Rugnarnk s World Bubble 
Bobble 2 (Game Boy l Tilu\ the Fox Raging Hghlcr 
Ballleluads jnd Dnuhle Dragon Fire n Ice 
Volume 50 (July ’93) WWF Royal Rnmhlc Run 
Saber C \ O The Search for Eden Edmunmeni Games 
Bubsy n C laws Enaiunicr* ol Ihe Furred Kind The 
Legend of Zclda Link s Awakening Gargoyle s QueM II 
I Game Bov), T2 The Arcade Gome The Addum* 

Famdv—Pugslev s Scavenger Hunl (NES) Mightv Final 
Fighi Bnbhle Bohble ? iNESl 
Volume 51 (Aug ’93) Sired Rghlcr IITurbo 
Zomhics Ale My Neighbors Alien (Super NES) Gin>r 
Troop Nigel Mansell s World Championship, Speedy 
Gonzalez Star Trek The N ex I General ion Tin I Funpak 
Vnl H Jurassic ParklNES) King sQnesi 
Volume 52 (Sept. *93) Find Fighi 2 The Seventh 
Sagi Super Mann All Stars Rock \ Roll Racing 
Fdnulv Fend Final Tanlasy Legend IH Felix ihc Cal 
IGamc Boy'! Pinball Dreams Indiana Jones A: The Last 
Cruside C.irliKin Workshop 
Volume 53 (Oct. '93). Super Empire Slnkes Back 
Mortal Konihai Super Bnmberman Plok Cool Spol 
Pac Attack Wing Commander The SeurI Missions 
Mortal Kombai |Gome Boy) Sports lllnslraled 
Championship Jurassic Park |Game Buyl WWF King of 
1 he Ring I cmnungs (Game Boy) Balileship(NFS), The 
HinMoncs—Thr Surprise al Dinosaurs Peak 
Volumf 54 (Nov ’93) The Secret iif Mima Super 
NES Sporib Sim \m Aero Ihc Aero Bin Jurassic Park 
(Super NESl AtiRaiser 2 Ultima Rnncs of Virtue IL 
Kirby * Pinball Land Gear Wnrks T M N T Touraameni 
Fighter iNES| Pac Man/Ms Pac Man 
Volume 55 (Dec ’93) Disney s Aladdin Clay Fiahier 
NHL Sianlcv Cup Dalfs Duck The Marvin Missions 
Bailie Cars Super Scope Roundup Tom Jcnv Frannc 
Amies. Mego Man EZ (Game Boy I Mega Man SI (NES) 
Tans 2 

Volume 56 (Jan ’94) Mega Man \ Flashback 
CDs mules Soldier* nl Fortune T M N T lonmwwni 
Fighters Ballleluads £ Double Dragon Tile Llhmaic 
Team Balman The Am mated Sene*' TMM HL 
Radical Rescue Tetris 2 (Game Bov) Disney s Chip N 
Dale Rescue Rangers 2 

Volume 57 (Feb ’94) Rugs Bunny Rxbbn Rampage 
Ynnrtg Merlin Skyblxzcr Inspccior Gudgci The Sports 
Scene Lester ihe Uulikclv Choplifler IH Spider Mun & 
The X Men in Arcade s Revenge (Game Boy I The 
Simpsons Ban & The Beanstalk Zcda s Revenge Star 
Tropics IL 

Volume 58 (Mar, ’94). NBA Jam Wnlfensicin 3 D. 
Super R Type HL Mcial Marines The FlmiMones Tie 
Treasure of Sierra Mid roc L WoriO Land Suj* r Mano 
Land Zoda s Revenge Siar Tropics U (Part 2) 

Volume 59 (Apr ’94). Ken Griffey Jr Presents MLB 
Star Irek The Nexi Generation Mickev’s Ultimate 
Challenge X Kalibcr 2097 TimeTiax Turn *nd Bum 
No Fly Zone Pinball Dreams Snper Pinball Snper 
Mctroid Preview Prehisionk Man Wall Disney sThe 
Jungle Book (M Si 

Volume 60 (May ’93) Super Mctroid. The King of 
Dragons J<x* & Mac 2 (SuperNES) The JcIsons 
invasion of the Plane! Piraies The Sports Scene Spectre 
Knighls of the Round Solitaire Funpak Black Bass Lure 
Fishing Bonk s Adveniure 

Use the Back Issu* / Tip Bonk Order Form In diii Issue to 
order past Nintendo Power issues and books, or call our 
Consumer Snrviee department at l-MO-ISS-JIOO to 
order them by phone with Visa or Mastercard 
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LIFE SIZE GRIFFEY 


SUPER METRO!D 1 U \J '• 
LIMITED EDITIOMWRINT 


As Expected,> our limited edtio » 
Super Power Supplies products have 
fold quickly, but yod, still have rim* 
to get in <^de> in tor thes« two 
itwisf Please note t\i^t the correct 
size for the Metroid glow-in-the- 
dark print Js I 9” x 27 tf >nd also be 
advised that the Life Siae Gnfft y Is 
most likely a lot taller than youl 
This stahd-wp 'dhp»V/« no 
lightwe>ghL.4rweighvln atwer 20 
bounds! Get vour order in now? T 




ITS TOTALLY 


LOOK FOR POWtKFtbf 94 Al A STORE NEAR YOU! 


MORE TOUR DATES BEING ADDED! CALL 1-800-255-3700 FOR MORE !NFO. 
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a small price: $58.89 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



